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Minimum System Requirements 
for w; ndows 

• Operating Sysrein: Microsoft Windows 95, English language version. 

• i'-... l .:^or: IVnrium PnKWMir l HJ Mh--. " 00' '• IBMPC compttibfc 

• R*M: 16 MB 

• CD- ROM Drive: 2x (double-speed - 300K/second sustained! transfer ran \, 
2X CD-ROM user* should use the standard or full installations to avoid any 
potential inferior game performance which may resulr from animation playing 
from the CD-ROM. 

• Hard Disk Space: 40 MB, uncompressed 

• Video/Display: 256-co)or SVGA (640x4g0), PCI or VLB video card with 
1MB RAM 

• Sound: 100% Windows 95-compaiihle sound card and drivers 

• Mouses 100% Windows 95-compatible mouse and driver 

• Windows 95 Drivers: 52-bir Windows 9Va>rnpaiible drivers for CD-ROM, 
Video Curd, Sound Card, Modem and input devices. 



Minimum System Requirements 

for Macintosh* 

• Operating Systems MacOS version 7.0 or higher, English language version, 
including Sou n<l Manager® 3.1 and QuickTime*. 

• Prt»eessor: PowerPC* (any Power Macintosh or compatible machine) 

• RAM; 16 MB 

• CD-ROM Drive: 2\ (double-speed - 3Q0K/sccond sustained transfer rate). 
2X CD-ROM users should u*e the standard or full tniiallattons to avoid any 
porenria! inferior game performance which may result from animations playing 
from ibe CD-ROM. 

• Hard disk spaer: 1^ MB uncompressed 

• Graphics; 640 x 480 x & hits (2% colors} 

Note; Multiplayer play via rhe Internet, network, or modern is not supported for 
Power Macintosh, 

Please visit www.auivisum.com for more information. 



Additional Minimum System Requirements 
for Multiplier Play (Windows 95 only) 

* Internet: 100% Windows 95 compatible modem, 28.8 Kbps or faster or 
TCP.' TP rework 

* Local Area Network (LAN): 100% Windows 95 compatible network or IPX 
(LAN) network 

■ Modem: ]iH) L) c, Windows 9*? compatible mud* in. 28,000 bps or faster 

Note: In order to play Shanghai: Dynasty, the CD must be in your CD-ROM 
drive at .til rimes. 

As with all new and evolving technulogv, Activision is committed to providing 
upgrades that improve quality and performance. See the Customer Support ares 
of the Acrivision Web site for further upgrades at www.actrvision.com. Also< see 
the Help file on the CD for information dial bet urn? .Lv.nl.ilik' after going to 
print with rhis manual, 

Setup and Installation 

Check the Readme file on chc CD foj rhe latest improvement* to [he p,ame and 
the latest troubleshooting information. 

Before installing the game, check the minimum system requirements and the 
information below for additional important requirement* and considerations. 

Sihiti^htii: Dynasty requires that the game CD be in The CD-ROM drive when- 
ever you are playing the game, so the program can access the music and other 
information stored on the CD. In order to allow you mote flexibility in your 
space requirement*, Shanghai: Dyuuty ohfer* you the possibility of choosing 
different install sizes, .nenrdin^ ro The space available on yotu hard drive: 

* Standard Install: Phis option requires- that you have at least MB available 
on your bard drive. 11 you < hooae this option, all the files {with the exception 
of the background runes! will be loaded to the hard drive during the install 
process instead of being liudc-d only when they ;tre used in rhe game. This 
option will load all the tile sets, tile animations, and reward animations to your 
hard drive. 

* Minimum Install: 1 hi* option requires only 40 MB of space on your hard 
drive, U you choose trm option, only the Mah-Jongg tile set and respective 
tcward animations will he instiled along ^ i r h the Hies needed to pun 



Shanghai; Dynasty and Mah' jongg. The other tile sets> and respective anima- 
tions thai will be played throughout the game will be kept on the CD and will 
be loaded to your hard drive only when used in the game. 
• Custom L n s rail: This option allows you to choose the number of tile sets and 
reward animations you wish to have installed on your hard drive, depending 
on tht space you have available. To select the tile sets you wish to have loaded 
to your hard drive, click in the appropriate boxes, 

Windows 95 Version 
Please make suite your computet system is 1 00% Windows 95-compatible. 

How co install (wich AutoPlay): 
L lieforc installing, close ail applicaiions. 

2. Insert the Shanghai: Dynasty CD into your CD-ROM drive and wait a few 
moments until the .Shanghai: Dynasty splash screen appears. (If the splash 
screen does not appear, please refer to AutoPlay in the Trouht^hmnng section 
on the following page.) 

3. Click the Install button to begin the install process and then follow the on- 
screen instructions. 

4. Now you can run Shanghai: Dynasty far Windows 95 by choosing 
rrograms/Activisipn/Shaiighaii Dynasty from the Start menu or by clicking 
Play on rhc Shanghai: Dynasty splash screen. 

How to install (no AutoPlay): 

1. Before installing, close all applications. Also make sure Virtual Memory (locat- 
ed in your System Control Panel under Performance) is NOT disabled. 

2. Insert the Shanghai: Dynasty CD in your CD-ROM drive, doubleclick on 
the My Computer icon on your desktop or right-click on it and choose the 
□pen opl ion. 

3. Select the Refresh option located in the View pull-down menu. 

4. Doubleclick on the Shanghai: Dynasty CD icon in the window or right-click 
on it and choose the AutoPlay option. 

% After The Shanghai: Dynasty splash screen appears, click on the Play/Install 
button and follow the in struct ions nn the screen. 

6, Niw you can run Shanghai Dynasty for Windows 95 by choomg 

Programs/ Activision/Shangliaj: Dynasty from the Start menu <>r by clicking 
Play on the Shanghai: Dynasty splash screen. 



Macintosh Version 

1. Before installing, dose .ill application!.. 

2. Insert ihe Shanghai: Dynasty CD into your CD -ROM drive and wait a few 
moments for the Dynasty icon ro appear on your desktop. 

3. Doublc-clkk on the Dynasty icon. 

4. Double- click on the Shanghai Dynasty Installer kon in the Shanghai 
Dynasty window. 

5. Pmllttw the onscreen instructions, 

Troubleshooting (Windows 95) 

AutoPlay 

It the AutoPlay feaftut does not function, please check the following: 

1. Make sure the CL> is clean and properly plated in the CD-ROM drive, 

2, Verity that your CD-ROM driver is optimized for use with Windows 95. To 
do thtftr 

a. Open the Windows 95 Control Panel (bidet and double-click on the 
System ieon. 

b, Click on the Performance tab. H any of your hardware drivers are not fully 
nptmiiied for use with Windows 95. they will Ik- listed here with an expla- 
nation of the exact problem and ski£ges<iiKis im how to fix it, 

2. Verify that the A tiro- Insert Notification for your CD-ROM is enabled, To do 
this: 

a. Open the Windows ^ Control Panel folder and double-Link on tin 
System icon. 

b. Click on the Device Manager rab. Your system ■> devn.es will be listed here. 
Click on the + symbol that appears next to the CD-ROM listing. Douhle- 
click on the CD-ROM make and model that is on your system. 

c Clkk on the Settings tab. Under Options there will Ik- a check-box labeled 
Auto insert notification, Make sure this box is checked. Click QIC 

3. Double-dick on splash-exe located on the CD to start the Shanghai: Dynasty 
Splash Screen and ins Lillet. 



Common Problems and Solutions 
I Jin trying to install the game and ian'1 find the Kelp option. 

From the Splash Screen, select More, ihen Technical Help to get technical help. 

Program won't install. 

One of" die reasons for this may be that you have insufficient hard disk space for 
the program to copy the files it needs from the CD to your hard drive. You need 
to free up more hard disk space by deleting more Files. 

Came doesn't start, 

This: problem may be caused by |i isi l lusters on the hard drive, 

1 . Run SC AN DISK to determine if this is the problem. See your Windows 95 
manual lor more details on SCANDISK. 

2. Also make sure you have at least IU MB of' free hard d^k space bdoie siaron^ 
Shanghai: Dynasty. 

Game Freeze*. 

1 . Make sure your computer h;is :u le.iM 16 MB of RAM. 

2. Make .sure you are using Windows 95 with die latest 32-bit drivers for all your 
peripheral devices. 

No sound, partial sound, or no voices or sound effects. 

1 . Make sure you have a 100% Windows. 95 compatible sound card in your 
composer. 

2. Make sure your speakers are plugged in correctly and turned on, and make- 
sure the volume h turned up to an audible level. 

3. Make sure your audio card is properly insratled and that you have the correct 
audio drivers installed. Check your audio card's installation and its setup para 
mettrs within Vusulows l *5 to be sure .ill is correct. 

4 Select your audio control panel (either by double- clicking on the speaker icon 
on your screen or by going to the Stan Menu and sek rinji Sellings Control 
Panels, MllWiMdia Properties, Audio) and adjust the volume. Consult your 
card's manual and your Windows 95 manual for details. 
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5. Make sure the Sounds option in the Preferences menu in Shanghai: Dynasty is 
checked. 

Ciame too slow. 

I If your computer has a turbo button, make sure it is ON and ser to the highest 
MH; possible. 

2. Make sure you arc running Shanghai; Dynasty on a Pentium 90 MHz or 
tjhfLT sysrum. 

Troubleshooting (Macintosh) 

Program won't install. 

1 . You may have insufficient hard disk space tor the program to copy the files it 
needs from the CD ro your hard drive. Free up more hard disk space. 

2. You may not have enough tree RAM to run the insr.iller. Make sure you aren't 
running an}- orhcr application?; before installing. 

3- Chedc tfaai you are running System 7.5. 1 or later. Shanghai: Dynasty may 
have problems cm older systems. 

dame freezes, 

I, Make sure your computer has at least 16 MB ol RAM. 
Z Make sure RAM Doublcr is disabled. 

No sound, panuJ nmnJ. i>r no voices or sound effects. 

1. If you have speakers, make they air plugged in correctly, turned on. and the 
volume is turned up to an audible IcvcL 

2. During rhe game, select the Sound control jjjnel and adjust volume, 
dame too slow. 

Make sure you are running Shanghai! Dynasty on a 66 MHz 6100 or faster 
'iivslt Macinrosh system. 



Customer Support 

Before contacting Customer Support, please consult the technical help file. 
h contains the answers to some of our most frequently asked questions and may 
quickly and easily provide a solution to your difficulty. IF after reviewing the 
technical help file you are still experiencing problems, please fed free to contact 
us through any at the services listed. 

So that we can brtter help you, please be at your computer and have the 
following information ready: 
fa Complete product title 

2. E*aa error message reported (if any) and a brief description of the problem 
5. Your comparer s processor type and speed (e.g. Pentium VO'i 
4. Video and sound card make and motiel (e.g.. Diamond Stealth 64 video, 
Sound Blaster ]<< soundj 

Online Services with, Activision Forums, 
EMail nnti File Library Support 

• Internet: supporr#actSvision,com or www jLtivision.com 

• America Online; Use keyword "ActivisiorT to locace the Activision forum. 

• CompuServe: 76004am or [GO ACTIVISION) 

•Activision UBS: (310) 255-2146: Up to 33,600 Baud; Set rings: 8 Bits, 
So Parity, I Stop Bu (8, N, ij 

Please note that Technical Support for the rnultiplavcr component ii 
available via our online services only. 
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In the U,S, 

Fax (310) 255-2151. 24 hours a day 

FaxBaei (310) 255-2153, 24 hours a day 

Mail Acrivisjon, Customer Support, P.O. Bex 67713, 
Los Angeles, CA 90067 

Phone Call our 24-hour voice- mail system for answers to our most frequently 
asked questions at (310) 255-2050. Or contact a customer service 
huprt-MT k.i rive ax the same number Ijeiween the hours of 9:00 a.m. and 
5:00 p.m. (Pacific Time) Mon<lay through Friday, except holidays. 

In Austra. 

For Technical Support: 

In Australia, please ial J 1902 000. 

In the U.K., please call 0990 143 525. 

It you have any comments, questions, or suggestions about this gamc h or any 
orltcr Acrivision product, you can contact us in the U.K. at 0181 742 9400 
between the hours of 1:00 p.m. :mc| 5:00 p.m. fU.K_ rime) Monday through 
Friday, with the exception ol holidays. 



For Technical Support and Customer Service in areas not listed, please 
contact your local distributor or Activist nn via online. (Please note that 
online support is available in English only.) 
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What is Shanghai 



1 hi- pint? Shanghai, „ind its sequels* Hie Mah-Jungg riles in an easy-to-lcarn yet 
difficult- a\- master solitaire play partem. Shanghai has becornr .in .uhli; Tiun ror 
many thousand ot players .ill aver the world. While it's possible- u:< pl.jv Shanghai 
with actual Mah-Jongg tiles, the mighty memory and computing power of per- 
sonal computers provide numerous fcarurcs that add enormously to the fun and 
the ease of playing. Shanghai was originally crcared in 1986 for Acrivision by 
Brodie Lockard. 

I'he.se Chinese characters spell out the name of the city of Shanghai - the 
name means ""upper sea." 1 Thl- -. u-. I ■ i long evoked an aura of mystery* danger, 
and high adventurer chaf s why its name was chosen for the game. 

'['he game oi Shanghai is j game ot strategy . mc-moiy . mid lu^k. There arc 1 44 
tiles, arranged in one of several layouts. There are four of each rile, which can be 
removed as rwo matching pairs. 

To remove a pair of tiles during the game, simply seL-i i : he rwo tiles yctu warn. 
To select a rile, click on it with the mouse. If it's free to be removed, it wilt 
become highlighted. Selecting a matching Irce iik removes tin: pair. 

When you clear .ill ihe nits from the screen* you have won - ;md a special reward 
sequence occurs, It's that simple. But wait - because there are four of each tile, 
you may well find yourself stuck, with unmaiehabk- tilts Milking other kv tiJo 
so you can't cleat the screen. As you play, you form winning strategics. And 
because of the magic of computers, you can undo previous matches and cry n> 
find any mistakes, shuffle the remaining tiles, put them all back to the way they 
were at the beginning so you can try again* and other abilities not available with 
real Mah-Jongg tiles. 

1 he game <if Mah-Jongg h is very inter cstinj> roots, and many legends about the 
game abound. Ii is said that the game evolved from other games played in andent 
China. These games were played with card.-, .simitar in appearance ro the riles used 
in Mah-Jongg today. Beginning in the 2(hh century, Mah-Jongg was introduced 
to the Western world through expatriates living in Shanghai. Joseph P. Babcock 
brought rhe game to the United States by writing a printed li.si uf simplified rules 
and hy adding Arabic numerals to the tiles, allowing them to he more easily riead 
by those unfamiliar with Chinese characters, 

I (mI;3v, Xiah-jongg s popularity continues as srrongiy as ever. 
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What s New? 

Shanghai: Dynasty introduces several new aspects to the game ol Shanghai. There 
is a new game entitled Dynasty, thai allows gamers to challenge each other over 
the Internet in a multiplaycr version of the tile- matching game, Dynasty allows 
you ro get an even greater challenge in the rile- matching game by pitting you 
against one to four opponents. Each player has an identical layout or 72 hits to 
work with, and the player who is the first to clear the layout wins. You can 
choose a game against computer opponents, or you can go online and find real 
people to match your strategies with. Then is also a new feature called Power 
Tile* in the l^ynasty game- When two Power Tiles are marched, one of seven 
available Powers is unleashed on the game. 

Pandamonium is also a new game in Shanghai: Dynasty: It allows up to four play- 
ers to challenge each other on the same layout, to see which player can match ihe 
most pairs. When there arc no more moves available, the layout is automatically 
shuffled. This game can also be played online over the internet by up to five 
human phivcrs. The player who gees the largest number or lile matches wins. 
There are several new Shanghai rile sees and layouts in Shanghai: Djmsty chat are 
made especially for kids, The Kids' game in Shanghai: Dynasty provides an 
Opportunity for fun and learning for the whole family. One of the rile seis made 
especially for kids helps children to perfect their arithmetic. Other sets require .1 
log3c.il mashing of similar nbjects. The KuU layouts arc smaller, consisting ol 72 
or fewer tiles, which are easier for young children. 

Act 1 vision is also now ottering a version of the Ancient Chinese game of Mah- 
jongg in Shanghai: Dynasty, which includes both the standard Western and 
Chinese versions of Mah-Jongg. Mah-Jongg is a game of four players, strata to 
Rnmmv. The first player to build a hand of three sets of three in-a row or three 
of-a-kind and a pair wins. It may wetn like a very complicated game at first, but 
playing a few games of Mah-Jnngg against computet opponents will get you 
h miked. 

You can view die tiles from four different Camera angles in Shanghai: Dynasty. 
Press the arrow keys on your keyboard to change the earner,! angle now you 
look down into all of the nooks and crannies 0+ the layout. 
A tie* feature included in Sfjanghai: Dynasty is the Right-Click 1 lelp; you 
'msianrly get information on a tile when you right-dick on it (you'll see the name 
of the tile anil its Status - what yon can do with it). This feature will not only 
help you ro learn rhc names of the dinosaurs in the Prehistoric tile .set. tor cam- 
ple, but it can also give you extra help by telling you ii thai lile is free or nor 



We've added internet play to Shanghai, not only for Dynasty t but also for Mah- 
Jongg.. Gamers with a modem can connect with other folks around the world for 
thallenging play (Windows 95 version only). And the Custom Tiles feature 
allows you import custom rile sets. 



__ Classic Shanghai 

Rules 

Classic Shanghai is a game of strategy, memory, and luck Each game begins with 
144 tiles* arranged in one of forty different layouts. The object is to remove all 
the tiles from the layout, one pair at a time. To remove a pair, the tiles must both 
match and be ^Iree'* at the same time. A die is considered free if no other tile is 
on top of it and if it can *lide nut to the left, to the right, ot in boil; ihrcctions. If 

* tile can only slide toward the top or the bottom of the layout, it is nor free to be 
removed - 

Classic Shanghai will challenge you for hours at a time. And you can make this 
even more challenging by turning on the timer option and playing against the 
clock, or by making your own tile set tad layout* (sec Customizing 
Layouts/Customizing Tile Sets For I he Shanghai (Same). 

There arc two boxes on the screen that contain useful information: one shows 
you the name of the currenr game mode and the number of tiles left in the lay- 
out, and the other gives you useful hints and prompts and information about 
[.iLivnjg tkegame If the rime: option iron, wn will sec die dock ticking In the 
prompts box (instead of hints and information). While no score is kept in one- 
p layer Classic Shanghai, the screen will show you how many tiles still remain in 
the layout .is you remove tile pairs. So, if you see Tiles: 32 on the screen, you'll 
know that there arc >rij| 32 tiles (sixteen pairs) to he removed. 

If you reach a point when there are no more moves available, you're stuck (which 
can happen to even the most skillful player). The computer will let vou know 
when ihts occurs and automatically orrer you lour options: 

• Shuffle the remaining tiles. 

• Go Rack One Move. 

» Start Over from the beginning, of the same game. 

* Start a New Game with the tiles in a different arrangement. 
Note: Jo some cases shuffling will noi be available. 



13 



To start Classic SHangHai: 
\ , Click the Shanghai button on the Tide screen, 

2. To start from within another game, go to the Menu Bar, pull down the Games 
menu, j nil .select Classic Shanghai. 

3, To change layouts or rile sets, go 10 the Menu Bar, Of use keyboard shortcuts. 

4, To access another garoe> go ro the Game menu and click on the game nf your 
choke. 

5. For more explanation of Menu options, see Using the Menu* 

Definition of Shanghai terms: 

• Tile: One playing piece, motif ltd .ificr an .n ilj.jI Mah Jongg tile. 

• Ti& set: A full ser of Mah-Jongg tiki, as used in Shanghai, comprises 144 tiles 
{nor all Mah-Jongg pkyers use this exact number of tiles when playing Mah- 
Jongg). 

• Suits: As in playing cards, Mah Jongg tiles can he broken down inio foui suits; 
Crab (Chinese characters) - numbered from I to 9; L>ors - numbered from 1 
to 9; Earns (Bamboo) - numbered from 1 to °l and Honor* - this broad care- 
gory includes the four Winds, rhe Dragons, the Seasons, and flowers, 

• Special group: The Seasons and Flowers tiles are not identical to one another. 
Here are four Seasons riles (for the four seasons) and they are all considered to 
march one another in Shanghai gamcpby> although they do not look identical. 
Likewise there are four Flowers files which do not look identical, yet match 
one another in ganicplay, 

• layout: A layout « the structure in which the tiles arc laid out on screen. You 
can take actual Mah- -Jongg tiles and lay them out mi a table to build a byout. 

• Arrangement: This term is used to describe the placement of the tiles within 
the layout. 

• Camera Angle: 1*hcre are four different points of view from which the layout 
Can be viewed. Press the arrow keys on vihii keyboard to view the layout from 
four different vantage points. 

Strategy and Hint^ 

• Concentrate yotu efforts on long niws and tall stacks. 

• Plan ahead as many moves as you can. 
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• If lour or a tile arc available, remove them all to unclutter the field, 

■ Don't count on the computer to show you the best possible move; the 
computer on3y shows rhe first move it rinds. 

• Identify as many matching pairs . t v possible. Check for riles chat need to be 
unblocked. 

• Beware of triples {three marching free tiles); choose carefully which pair you 
remove, Leave the one that's blocking rhe least important riles. 

• Concentrate on removing pairs rhar will unblock the most riles. 



Shanghai For Kids 



til Kids' mode, layout are always comprised of 72 or Fewer tiles. In Kids' mode, 
j -on L.Lu iu ;ar .1 voice telling you how to play, and giving friendly encouragement. 
ArUirionaJ voice instructions arc given by clicking on the Prompts box. Three tile 
sets were created especially for kids: die Alprubci. Math, and Household Items 
sets. Kids will also enjoy the Prehistoric, Outer Space* and Fantasy tile sets. There 
are also two buttons on screen which ler you change tile set.% and layouts without 
having crj navigate the menus. 
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TILE SETS 



To Start Ktds Mode ; 

t. To starr playing from the Title screen* click mi ihf Kid* button. This will rake 
you to a layout with fewer than 7 2 tiles. 

2, 1 o start Kids' Mode from Classic Shanghai or another game, go ro rhc Game* 
menu in the Menu bar and click on Kids 1 Mode. 

3- To change layouts in Kids' mode, click i>n the Layouts button on rhe screen, 
or use the Layouts menu, (II you want to play a custom layout, you'll need to 
use the Layouts menu.} 

4. To change tile sets in Kids mode, click on the Tiles button on che screen, or 
use the Tiles menu. For custom tile sets, use die Tiles menu. 
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5. List, n <o the audio cues for hinrs when playing rhc game. If you need addi- 
tional help* click an tin.- Prompts box. 

6. To look down into all the nooks and crannies or the layout, press the arrow 
key* in change camera angles. 

7. I- or more explanation of menu options, sec Using the Menus. 

Strategy and Hints: 

• Start with as small a layout as possible (with the smallest number of riles)* and 
build your way up. 

« 1 isr^n to the audio cues. 

• Concentrate first on long rows and tall stacks and remove pairs that will 
unblock as man} tile* .is possible so you i .i it sec v, njr - nndci them, 

• Plan ahead as many moves as you can. 

• tjf vtm no Longer need the voice prompts, you can play ('lassie Shanghai using 
Kids' layouts (be aware rhar you won't have the Tile Sets and Layouts burtons 
onscreen). Or you can remain in Kids* mode and turn oft all sounds in die 
Preferences menu. 

Sh anghai Tournament 

The Tournameiit game consists of a series of 40 games, which challenge the play- 
er with different layouts of increasing difficulty level. In Tournament mode, each 
round of the Tournament is timed. 

Upon completing all 40 games, the Una! reward sequence will play ynd your 
name will be entered into the Wall of Fame, The total time for all 40 rounds is 
added up. The shortest time is the best. 

In a Tournament, you wifl not be allowed to use any of the Help menu "cheats" 
normally available during other games. You may not shuffle or undo any moves, 
Vray" the liles. nor ask the computer to show you matches. You may, however, 
select a new tile set at any time during a game without altering your current 
arrangement of tiles. 

If you get stuck, rhe computer automatically shuttles the remaining tiles and the 
timer continues to run, 
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To Start Tournament Mode; 

1 , From the Title Screen, click on Shanghai, 

2. When die Shanghai layout appears on the screen,, go to the Games menu in 
the Menu bar, and select Tournament. 

3, Flay fair - the clock is ticking] You may want to turn off tilt- .m i motions. To 
do rhis, click on File Animation m he Preferences menu. 

4. To pause the game, press Ctrl-P or select Pause from the File menu. 

5- To see the Wall of Fame and check our previous scores go to the File menu in 
the Menu bar and click on Wail of Fame. 

Two-Player Shanghai 

Two-player Shanghai allows rwo people to play against each other uti the same 
computer, diking turns u>tng the same mouse, Each player s cursor is a different 
color. A computer voice announces the beginning of each players turn and a 
buzzer signals the end of the player's turn. 

1 ftezc ait two ways ro play a rwo- player game of Classic Shanghai: 
!) Most Tiles (Count Down Timer) 
2) Best Time (Count Up Timer} 

In rhe Mosr Tiles (Count Down Timer) game, the objeci is. ro have the highest 
score {tile count) at the end of die game. A turn ends when the player's rimer 
(anmting rhe seconds down from the 30-sccond default setting) runs out, or the 
player makes a match: wIik hever occurs first. Then the second play er takes 
his/her turn and tries ro match a pair wirhin the sec rime limit, and so on. The 
player gets rwo points for finding a match within the time limit, and 0 points if 

S-'hc's UUSLkCL^StuL 

In rjfee Best Tame (Count Up Tinier) game, the object is to have the lowest toral 
time ar rhe end of rhe game. An endless, rimer runs (counting seconds upwards) 
during each player's turn. The first player's turn ends only when the player has 
matched one pair of tiles. Then rhe second player takes his/her turn at finding a 
match within the shortest possible amount of time. 1 o Pause the game, you can 
select Pause from the File menu., or press CtrJ-P. 
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To Start Two- Player Skangkai s 

1. From the Title screen click on Shanghai, and when the. layout appears on the 
screen, go to the Games menu in the Menu bar and select 2-Play«r. 

2. To start a rwo-playcr game from within another game, go to the Games menu 
in the Menu bar and select 2-Player. 

3. When the Two-Pkyer setup screen appears, select your options, then click OK 
[o begin playing. 

4. To change layouts* go to the Layout menu in the Menu liar and click nn the 
layout of your choice. 

5. To change rile sets, go ro the Tiles menu in the Menu bar and click on the rile 
set of your choice. 

6. To change rwo-player games, go ro the Games menu and select 2 -Player. 
Make your selection on the dialog hox. 

1. To turn off tile animations, click on Tile Animation in rhe Preferences menu. 

8, To return to Classic Shanghai or another game from Two-Player mode, just 
pull down the Games menu ,\ ul m lea the game of your choice. 

Strategy and Hints 

• Plan your next move during your opponent's turn, 

■ When the clock is running, you might want to turn off the tile animations 

• When sharing a mouse, make sure you dun t eiiek after your turn ends, or 
you'll score points for your opponent! 

• Listen for audihle cues, especially in rhc Most Tik*g?tme, and watch the cur- 
sor — if it changes color, your turn has ended. 

Dynasty 

Dynasty matches your Shanghai skills against one ro four opponents, (lour 
opponen ts can be computerized or human.) To play against real people over the 
Internee, see Playing the, Mitliipldyer Gamfi Online section. In Dynasty, rhe goal is 
to be the first to dear your layout. The game is played according to normal 
Shanghai rules - remove pairs of tiles which match, and which arc free to slide 
left or right. Each player has Ins own 72-r.iic layout. At the beginning of a 
Dynasty game, all players' layouts are identical, with an identical arrangement of 



tiles no player has an advantage. The first player to dear the layout is declared 
the winner. 

You cyn onk . lu k on tilts in your own layout - you cannot click on riles in 
opponent' layouts. Your layout is always the nne on rJ»e left. When you play 
against one opponent, the opponent's Layout and tiles (on the righi side of the 
screen) are as large as yours - bur when you play against multiple opponents, 
your opponents layouts and tiles are halt the size of" yours (and you can't see tile 
designs on half-sized tiles). 

If you get "stuck" in Dynasty with no Power Tiks (the Power Tiles option is 
turned offh a dialog appears telling you you have "No More Moves" and that 
you arc ui*t of the game When playing against A.l, opponents, the dialog box 
will tell you that the game is over (the grille assumes that you don't care which 
A. I . opponent wins). To play again, press OK. When playing against human 
opponents or a combination of both AT. and human players, when you get sruck 
and have no more moves available, a dialog box appears, asking you if you want 
to wait until the game is finished or quit. 11 playing with Power Tiles* you might 
gel siuek only for a short time, as another opponent s Power Tiles mighr change 
your layout (which would allow you ro move again). For more explanation on 
Power 1 iles, sec below. 

Dynasty is scored as follows: The first player ro clear his layout wins. The player 
is ^warded one point for each tile remaining; on all opponent layouts. A normal 
game is 3 rounds (one layout per round). 

At any time during a Dynasty game, you can change your tile set or your prefer- 
ences without affecting the game m progress. Most of the 1 lelp menu options 
(i.e., Show jit moves, Suggest a Move) arc not available in Dynasty. 

Power Tiles 

Power Tiles bring even more tun to die game of Dynasty, They can cither help 
you gain an edge on your opponents, or do nasiy tiling io them jntl slow rhem 
down. To play with Power Tiles, select the Power Tiles option in the dialog box 
that appears when yon seleei Dyn.tvty - .n the Games menu. The Power Tiles 
look like Jokers. The number of Power Tile* is the same in all the players* lay- 
outs, but their powers may be different. When, a paif of Joker tilts is matched, 
one of these seven Powers (selected randomly) is un'eiished upon the game, 

1. Shuffle - When this Power is activated, your opponents' remaining tiles ;ue 
shuffled within the layout. Your opponents will have to adjust their strategies! 

2. Scramble When this Power is activated, your opponents' remaining tiles are 
not only shuffled, but they are also reorganized into a different structure. 
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3- Back Three: Pairs - When this Power is activated, three pairs (six tiles} which 
had been removed from your oppoitetus' layouts are put back - your oppo- 
nents will have CO play those moves over again! 

4. Show All Moves - When this Power is activated, all available matches on your 
layout are highlighted fm you. l ake a quick moment to memorize their loca- 
tion, then start removing them! 

5. Take Three Pairs - WTien this Power is activated, three pairs of tiles are auto- 
matically removed from your layout, giving you a jump on the competition! 

6. Face Down - When this Power is activated, all your opponents' tiles are 
mi ned face down for a limited period of time (a gauge indicates how much 
time is remaining fur this Power). A player whose tiles arc turned face down 
must play contemplationsryle by clicking on tiles, turning them Temporarily 
face up, and trying to remember where matching, tiles lie, 

T . Reverse- When This Power is activated, all your opponents' mouse controls 
are reversed (up becomes dawn, left becomes right, etc.} for a limited period of 
time (a gauge indicates how much time is remaining lor this PoweO- This 
Power is effective when used against a human player, but the AJ. adjusts easily 
to rhis Power. 

Wtrh the addition of Power Tiles, if you get stuck during a game of Dynasty, you 
are nor necessarily out of the game! An opponent mighr gcr a Power which would 
let you continue playing by changing your tiles jmund: your tiles might gcr shuf- 
fled and/or scrambled in a different order, or you might gel three pairs back that 
may allow you to rethink your strategy. 

To Start Dynasty: 

I . From the Title Screen: Click on Shanghai. When rhe layout appears on the 
screen, go to rhe Games Menu in the Menu bar. and select Dynasty. 
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2. When you select Dynasty from the Game* menu, a dialog box appears mi 
screen where you can select one to four Artificial intelligence ("AJ.") oppo- 
nents simply check .is manv .is you want. 

3. You can ali« change the difficulty setting for each opponent. 

4. Also in rrm dialog box you can decide whether you want to play Dynasty with 
Power 1'ijes or not by clicking tin the bo*. When you're playing, the area at 
the borrom of your layour will give you Pttwer Tilt* inform, num. 

5. When you \c luiishcd making your selections, click OK to begin playing 
Dynasty. 

6. Most of the Help menu options arc not available in Dynasty. 

7. To Play Dynasty againsr people {over the Internet,, LAN, or via modem) see 
the section Playing Muinpla^r Comes Online, elsewhere in rhis manual. 

8. When a Player finishes his Lvoui. r he game stops and a dialog box will ask you 
if you want to continue playing. (A complete game is won -\ :wn \ player wins 
two round*,) 

9. To change the current Dynasty settings, go to the Games menu and click on 
Dynasty. This will bring up the Dynasty dialog box. It you want to return to 
the current game, click Cancel. To reset game- sortings to their default (*facto- 
ry") settings, go to the Prctcrenccs menu and click on Reset to Default. 

Strategies an 

■ ( "once titrate on removing pairs thai veil! unbWk the- most tiles, 

• Plan ahead as many moves as you can. 

* If ail four of a tile are available, remove them all to unclutter the field. 

* Identify as many marching pairs as possible. Check ior tiles tli.u need in In' 
urabloeked, 

• If there are three matching free tiles, choose earetully, and leave the one that's 
blocking the least important tiles. 

* You might consider turning the anion ax ions off (go n> the Preferences menu 
and click on Tile Animations to remove the check mark and de-select). 

♦ If you are playing with Power TUe*, use them as early ar> possible, to take full 
advantage of their "power." 1 Watch the area at ihe hoi n mi of the screen tor 
information on Power Tiles. 

• Pay attention to the layour and placement of the tiles in case a Power Tile sent 
by another player turns your tiles Face Down, 
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Pandamonium 



Tha.lt not a typo; wc spell Pandamonium wirh a panda in the front as a tribute 
to Shanghai s Chinese roars. In Pandamonium, all players play on one common 
layout in a mad scramble to sec who can remove the most tiles fmm this layout. 
'I "he opponents cm eirhcr be computerized Artificial Intelligence ( A.U oppo- 
nents, or human. To play agiimhi human opponents, see Playing the Mnltipbiyer 
Gamei Online section of thi*. manual. 

Up to five players can play on the same layout. Each player s cursor is a different 
color. When one player highlights a tile, th.it tile In highlighted with that player's 
cofer. Another player cannot select a tile which has been already highlighted by 
that player. However, to avoid "deadlock" situations, two players can cooperate 
to remove a pair {each player gets one point when this happens). 

When there are no more moves available on the layout (which is bound to hap- 
pen with multiple playctt removing pairs as fast as they can), the computer auto- 
matically shuffles rhc remaining tiles so play can continue. When all tiles are 
gDQ£ fur when a completely unplayable resolution has been reached), the game 
ends, The computer compares the rile counts for rhe various players and declares 
the winner. The person who has removed the most tiles from the layout wins. 

To Start Pandamonium : 

1 . From rhe Tide Screen: click on Shanghai. Whorl the layout appears, go to the 
Games menu and clic k on Pandamonium 

2. When yon select Pandamonium from the Game-v menu, a dialog box appears 
where you can select from one ro four A, I, opponent* and select their speed. 
Press OK to begin playing. 

3. At the Pandamonium dialog bov. choose the number of A.L players you want 
to play against* and their difficulty* 

4. When done setting your optinns, click OK to start, To reset to default set- 
tings go to rhe P references menu and select Reset to Default. 

■\. When Pandamonium begins, your opponents start removing pairs of tiles - 
you'd better not sit and admire the scenery; get crack in! 

5. £ ,o as fittt as you possibly can! 



Mah-Jongg 



Mah-Jongg is the original i-emur Chinese game which inspired ihc cre- 

ation of Shanghai. Mah-Jongg requires four people to play, and is similar ro the 
card game Rummy. Players are dealt A hand of 13 tiles. The goal of the game is to 
go out (declare Mah-JonggJ First* with a winning hand comprised of 14 tiles. Play 
progresses counter-clockwise around the table. Sirnpty put, each player in cum 
draws and discards a tile, in an attempt to build a H tile hand comprised of four 
gjoups of three tiles plus a pair or tiles, A group of three riles can be either thrcc- 
ot-a-kind or three-in-a-row 

Because each tile in the Mah-Jongg set has three identical unites, "three-of-a 
kind ' means three j4 eritiwt tiles (unlike Rummy, in which you could form a 
group with, for example, a Four of Spades, a Four of Hearts, and a four of 
Clubs, in Mah-Jongg all three of your Fours would normally have to he from the 
same suit). Hiree-in-a-row groups of dies have to be in the same suit. 

Suits 

Mah-Jongg riles are comprised of three suits of One through Nine: Craks (also 
called Characters, Wan, or Ten Thu-usujul), Rains (also tailed Bamboos or 
Sticks), and Ekrt.s (also called Balls or Cirdes) - and other riles, known as Winds, 
Dragons, and Flowers (in Mah-Jongg, Seis(Hi> jic reL-rud m as Flowers). 

t\i in Shanghai, there are four of each tile (the exception being the "Flower** riks 
and the Jokers - there are eighr different Flowers and there are eight Jokers), 
Winds and Dragons are collectively referred to as "f lonors," 



The suit of Craks (Characters, Wan, Ten Thousand). 
There are four of each rile. 

'1 "2, 
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The suit at Bitms (Bamboo, Sucks). There are four of' each tile. 
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The suit of Docs (Balls, Circles). There are four of each tile. 

3: 
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Honors (East, South, West, and North Wind; Whjre* Green, 
and Red Dragon) , There arc four of each tile. 



Flowers (including Seasons), There is one of each tile. 




Jdkcr (Western game only). There are eight Jokers. 



Terminals 

The Ones and Nines of ihc suit tiles are special (because ihey are harder to use in 
thrce-in-a-rOYv- combinations), and are refer red to as "Terminals. 

Terminals (Ones and Nines] 



Simples 

l'hjt kavL-x i.k -Arrh rhe Twos through tighrs of the suit tilts - these ire collec- 
rivcly called 'Simples." 

Simples ( Iwos rh rough Eights) 
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Groupings 

Suit tiles (Craks, Dots, and Bams} can be used to make three oi-a kind cumhiua 
dons or threc-in-a-row com hi nations. Honors can only be used to make chrce-oi 
.i-kii>d combinations {they cannot be used to make threc-in-a-rcw combina- 
tions). 7"bese groupings can be either in the player's hand (concealed) or melded 
{exposed) on rise cable faco-up,, ioi :iJ t pUyeni to stx. 

Pong 

In Chinese Mah-jongg parlance, a threc-ol'a'ktnd is called a "Pong." Many 
Western Mah-Jongg players call this simply a "Triple." 

Pongs (Triples). A Pong of Sourh Winds and a Pang of Three Dots 




Chow 

In Chinese Mah-Jongg p-nLioue. ,i chree-in-a-ww iw.illrtj 'Chow," Many 
American Mah-jongg players tall rhis simply a "Sequence" (or "Run" or 
"Straight"). A Chow can only be made from suit tiles (Oaks, Bams, or Dors). 



Chows (Sequences). A Chow of Craks and a Chow of Dots, 

& & 3 1'l Hi HI 

Kong 

Ic is also possible to make a four-of-a-kind combinarion (normally these count 
the same as a Peng or Triple), which is tidied a "Kong." Many American players 
call this simply a "Quad," 

Kong (Quad). A Kong of Red Dragons, 

WWW 



A Complete Mah-Jon^ji Hand 

tuning all of this together, a typical complete Mah-jongg hand might look like 
rhe Illustration below. 

Kxamplc ol j aimpk-rc ,\1;sii -joogg Jiand: 
four groups-ot- three plus a pair. 

This, hand con rains a Chow (Sequence) of Craks, a Pong {Triple) of Crak*> a 
Chow {Sequence) of Dors, a Pong (Triple) of Green Dragon*, and a Pair of West 
Winds, Four groups-oMhret plus a pair, for a roral ol I 4 tiles. 

The grouping* in a Mah-|ongg hand fan either be exposed or concealed, depend- 
ing on rhe rules and the kind of hand you're crying ro buiki- A player may also 
choose to build a Special Hand which is a defined combination of riles which is 
given a special name (see ihe Special Hawk section). 
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TKc Wall 



The Wall is in arrangement of the Mah-Jongg, tiles in ihe form of a .square. A 
straight line of tiles stacked two-high forms each side of the squire. Pan of the 
transparent process of dealing the tiles includes 'breaking die Wall" which 
decides, by rolls oi the diee. where the Wall is broken, and where the deal of tiles 
starts. Tiles are dealt from rhis break in the Wall in j counterclockwise manner. 
The '"front" of rhc Wall Ls where the tiles are being drawn I mm. the "hack" of the 
wall is the opposite end. In Shanghai: I}yriiisiy, the Wall is nut displayed 
(iiiwri't'n. : .iH>k at The lower right corner of the screen to see the number of tiles 
remaining in rhe Wall. In the Chinese game, play continues until the Wall ha* 14 
riles left. En the Western game, play- comes to a halt when there are nu tiles left in 
the Wall. 



To Play Mali- Jon 

The goaJ of iVLth- Jo ngg is essentially to build a complete hand before anyhody 
else at the cable does. (There s more to it than that, as described in the Strategy 
section, larer in this manual, but this will do for starters if you arc a novice to 
Mah-jonggJ 

V'nt.-gjsdi: Ih'tuhty includes htirh rhe Chinese game of Mah-Jongg (as it is played 
in Hong Kong) and die Western garm ol Mah-longg i.as i: \-, pLved in l.mope. 
Australia, and North America). The rules for these two games differ in some 
important respects (described later in rhis manual). 

When you select Mah-Jorsgg from the Games menu, you will play against three 
Artificial Intelligence ("A.!.") opponenrs, To play against real people (over the 
Internet, a Local Area Network, or modem), sec the section entitled Playing dtc 
Multiplitycr GtftUt (inline, elsewhere in this manual- 
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When you select Mah-Jongg from ihc Games menu, a dialog box appears. In thu 
dialog box you can select Chinese or Western Mah Jongg, you can set up the 
optional rules for the game {by clicking Options), and you can select the difficul- 
ty settings of your A.l. opponent? (you must play against A.l. opptMiencs w hen 
you sclea a Mahjongg game ham the Games menu - see Initiating a Multi- 
Player Connection, later in this manual, for instructions regarding playing 
against othci people) When mju have linished making your selections, click on 
OK to begin playing. 

When the Mah-|ongg game begins, the game rable is displayed. Lach player i* 
aligned a wind, The player who i.s hist is the "'dealer ' uni y ?- p» hrsr. 

!f rhe East player loses the hand, the deal moves on to the next player around the 
table. \i the Eaijt player wins that hand, then he/she remains the dealer in the fol- 
lowing hand. Your name is at the bottom left comer, your opponents' names are 
arranged across the top of the screen. The computer builds the Wall, rolls the 
dice, and deal* the tiles. In a real life game of Mah- Jongg, quite an elaborate 
process surrounds these events; but in Shanghai.' Dynasty the computer handles 
these proceedings automatically and "transparently n so that you can play quickly. 

When the initial deal is complete, it' Flowers arc used in rhc ^ame, the computer 
automatically arranges them off" to the side. The Flower riles arc replaced from 
the back of the Wall. < If another Flower tile is drawn from the back of the Wall, 
it joins the others for even more bonus point*!) I hc computer then automatically 
sorts the tiles, in your hand, and play c:m begin. If playing Western rules, three 
Charleston panes occur- (See the explanation of rhe Charleston in the Westtm 
Mak-Jongg section.) 

East plays first. At the beginning fif die game. East is dealt 1 4 tiles (all other play- 
ers arc dealt 13), so F-lsl starts hv discarding a tile. To discard a tile, click once on 
rhe tile to select it. Then either dick again or select the Discard button in the 
Action bar. The discarded tile is highlighted with a flashing htghlighi so all play- 
ers can easily sec it. 

When a discard is nor claimed by anyone (including the next player in turn), 
then the next playet in turn draws a rile from the Wall. Draw a tile by pressing 
the Draw (Pass) button. A new 1 4th rile appears in your hand T raised and high- 
lighted- The previous player's discard is now no longer highlighted (that tile is 
now dead* and can never he used by anyone). On your turn your name is high 
lighted so all players know whose turn if is (and who's holding things up, if you 
■Jvink too long). 
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Claiming Discards 

If the discarded tile can be used by any player to htm a Pong, Kong, or a win, 
rli.i: pl.iyercan claim die discarded r I,- :n-.%. I | u - onlv pbvrr who t .»n claim the 
discarded tile to form a Chow is the next player to play in turn, counter-clock- 
wise). If a player other than the next player in turn claims a discard for a Pnnjj; or 
kime;, rhi- order or play is interrupted - the player who claimed die tile discards, 
and play proceeds counter-clockwise from that player (skipping rhe rums of any 
players in between). 

Conflicting Claims 

When two different players want to claim a discard, there are rules for how such 
a uunflict is resolved- A claim for a Pong or Kong always rakes priority over a 
claim for a Chow. A claim for a win always takes priority over a claim for a Pong 
or Kong. A tile claimed by two different players for a win goes to the player who 
would be "in line" to take it. The computer handles These conflicts automatically. 

The A ct ion Bar 

The Action bai D iIil j bottom of the screen allows you to perform alt of the 
actions you will need to make in a game of Mab-Jongg. The Action bar can also 
be used as a *him* for what actions you need to lake. If you are new to Mah- 
fon^gand aren't >urc what to do, just watch rite buttons in the Action ban they'll 
light up when you can claim a tilt, when you need to discard, and whenever you 
can take an action. The buttons may be labeled in Chinese or Western style. To 
change the label* on the buttons, go to the Preferences menu and select Button 
LabeU, then select cither Chinese or English. 
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Kiss/ 1 )r,iw 

The Pass/Draw button allows you to "tell" youi opponents that you are passing 
un a discarded tile and will not claim it. If the discarded ilk- iomes I mm the play- 
er on you* left, the Pas* button changes to Draw. So if you don r want io claim 
that tile, you will draw a new riie from the Wall by pressing Draw. (Once you 
press Draw, you car>*1 change vour mindj When you play against A.I. Oppo- 
nents, you don I need to press Pass after each player discards, except in these two 
situations: (I ) if the discarded tile could be used in your hand (check what oihef 
buttons are highlighted) and (1) to stop the three second timer after you have 



discardtxi, so that play can continue sooner. When you arc playing against 
human opponents, you will need to press Pass tan h rime a tile is discarded 
(see rhe Ploying Mah-jongg Online section). 

Discard 

When you have 14 tiles in your hand, this button lights up. I lighlight the tile 
yott wish bo discard {by clicking on an unhighlighted tile or by using the arrow 
burtons to move the highlight,) and either click on the highlighted tile or on the 
Discard burton. Tl you icgrcc having discarded that particular rile,, you have three 
sccomLs ([» click on die nle. raking it back into your hand. Your cum will then 

end 

Urge 

Ttlis burton is only available when you play online against real people (ir is not 
available when playing against A.L opponents) Sometimes one of your oppo- 
nents may take too long to think about his/her move. Pressing this burton causes 
"your" voice CO urge char opponent to make his/her move. 

Pong/ u Trip" 

l"his button lights up when you have two identical tiles in your hand and the dis- 
carded tile can be used to meld a Pong (Triple). Press the button or click on the 
rile to take rhe discard; the nlr will be taken and your matching pair will be 
moved from your b.W, and the three matching tiles will be melded face-up on 
the table for all to see. If you don't want to claim the discard, press Pass to signal 
to other players rhat you are not interested in claiming that tile. 

Xorc: When you have a concealed S'ong (three identical riles contained, in your 
hand, not visible to thr other players), you do our need to meld that Pong — it is 
to your advantage to keep it concealed in your hand - thus the Pong button does 
iu>t light up in this circumstance 

Kong/Quad 

This button lights up when you can make a Kong. There are a couple of different 
ways, you can make a Kong. 

When yuu have a concealed Pong and von obtain the fourth marching tile (either 
by someone's discarding it, o< by drawing ii yoursell rrom rhe w all), you may 
meld the Kong. The (but tiles arc laid down on ihe table, with the two middle 
tiles race-down, This ix a .special case called a "concealed Kong" because you 
already had the Pong of tiles in your hand - although everyone knows you have 
melded a Kong, the meld is made only so thar you can keep the required number 
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or tilts in your hand. The Kon^ does not disallow you from otherwise going ouc 
with a concealed hand (which is worth extra points). 

The Kong button also lights up when you have .1 niL-ldt-d Pon^ (fate-up on the 
table where all can sec it) and you draw the fourth matching lite from the Wall. 
You can add the tile to your meld and draw again (you cannot claim a players 
discarded tile tor this). 

Chow/^Sequ" 

! hi- > n ton lights up when the player to your left discards a tile you can use to 
meld ,t t'hov. :Sei|Lif riLt-}. Jusc press ihe Chow button to claim the discard; if you 
have to use rhe Arrow burtons to move the highlights (see Left/Righi Arrow? 
below), prL-ss Chow again after the desired tiles are raised and highlighrcd. 

Left/ Right Arrows 

These buttons can be used to move the highlights) to the left or right within the 
tiles in your hand. You can use the arrow to select potential discards, and to rcll 
the computer how you warn to use a discarded tile. For example, if you had a 
One, 'I 'wo. l ; our, and l ive of Dots, and the player to your left di.si.ards a Three 
Dot, and you claim the discard for a Chow, the computer cannor know if you 
want to meld the One and Two or the Four and Five ( or the Two and l j 'our) 
with the 1 hrec Dot, The computer raises two tiles in your hand — you can use 
the Left and Right Arrow buttons to move the highlight to the left or right. 
Similarly, when playing WVsU'ni ruli * wnh jdltiefSj vihj can v.-x rhe arrow hunom 
to tell the computer which tiles you want to use in a Pong or Kong, 

X-Rav 

J 

This button only lights up when the discard area in the center of the table is full, 
and subsequent discards are placed atop earlier discards. Press X-Ray to look 
underneath die Ltet disc:ud.s. [.specially during the later portion of a h,1ttd r it 
becomes important strategically to see what was discarded before (you don'r want 
to Ik the first to discard something that an opponent needs in order to win!). 

When you have drawn a tile which completes your hand (giving you the required 
four £roups-of-thrce a rid a pair) or when someone ha?, discarded a tile which 
completes your hand and your hand meets the required minimum score tit appli- 
cable: 1 , trm button lights up. Simply press the Win button to claim rhe tile and 
proclaim "Mah-jongg" (also called 'going out" ). 
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Be careful , though - make sure you arc aware of the rules in effect in rhe game 
you UK playing. If the Minimum Score option is not set at zero Points C'C 'hicken 
hand") and the False Declaration Penalty- is on, the Win burton is always lit up! 
You should only declare a win if your hand will score enough points, otherwise 
you may incur a penalty! 

When any player goes Mah-Jongg, the Mah-Jongg Results box is displayed 
Study the Results to learn more about how hands are scored, and you'll be on 
your way to developing your own strategy for playing. 

Mah-Jfontfg Scoring 

Shanthm: Dynasty will automatically score winning Mah-Jongg hands. However, 
players who play games where the Minimum Score option is not set at item 
points (Chicken Hand) need m know how to score their own hands. If the False 
Declaration Penalty option is on» and you go out with a hand that dues not meet 
the necessary minimum score, you will not only rail to win the hand, but vou will 
be penalized and some of your points will Ik n aua;. 

Tib K«c your own hand as you play, simply odd up rhi- ponus shown below tor 
the Pongs and Kongs in your hand. 

Here is a summary of Mah-Jongg scoring; 

Chinese Game 



Point*: 




Mah-jongg 


20 


Exposed Pong of Simples 


2 


( rint t'Jtd iWg of Simples 


4 


Exposed Pong of Terminals 


4 


Concealed Pong or Terminals 


« 


1 t posed Pong of Honors 


4 


Concealed Pong of Honors 


8 


Exposed Kong of Simples 


B 


Concealed Kong of Simples 


S 


Exposed Kong of Terminals 


16 


Concealed Kong of Terminals 


M 


Exposed Kong of Honors 


16 



12 



Concealed Kong of Honors 32 

Flower 4 

Season 4 

Pair of Dragons 2 

Pair of Prevail i ng Wind 2 

Pair of Own Wind 2 

Sweep 2 

fining Out on Self-Drawn Tile 2 

Completing A Pair to Go Out 2 

One Chance Chow 2 

N on -Scoring Hand 10 

Bouquet of Flower* 1 000 

Kmn|uet of Sea.son.% 1000 

Doubles: 

Pong of Dragon* 1 

Pong of Own Wind 1 

Pong of Prevailing Wind 1 

Own Flower 1 

l)nn Season I 

Clean Hand 1 

Pure Hand 3 

\ll Honors 3 

No Chows I 

doing Out on Looac Tile 1 

Going Out on Last Tile ] 

Robbing [he Kong 1 

r ulh C oncealed Hand 2 



I imit: 300 (East pavs and receives double) 

Opening stake: 2000 



Western Game 



Point*; 

Mah-Jongg 20 
Exposed Pong or Sim pit 1 

Concealed Pong of Simples 4 

Fx posed Pong of Terminals 4 

( t>nt efllcd Pnng nl I terminals 8 

Exposed Pong of Honors 4 

Concealed Pong of Honors 8 

Exposed Kong of Simples 8 

< ii ii coaled Kong of Simples 8 

Exposed Kong of Terminals 16 

Concealed Kong of Terminals 32 

Exposed Kong ai Honors 16 

Concealed Kong of Honors 32 

Flower 4 

Season 4 

Pair of Terminals 2 

Pjir of Dragons 2 

Pair of Winds 2 

Sweep 2 

Bouquet of Flowers 1 000 

Bo Liquet of Seasons 1 000 

Doubles; 

Rounding before doubles YV* 

Pong of Dragon* 1 

Pong of Winds 1 

Pong of Prevailing Wirul 1 

Own Flower 1 



Own ScfttOfl 1 

Clean Hand ] 

Pure Hand 3 

Going Out on Louse TUc 1 

Fully Concealed Hand 1 

Conceded Hand 1 

Prevailing Flower 1 

Prevailing Sriion 1 



Limit: 500 (East pays and receives double) 

Opening Mike: 10000 

Definition ol Storing Terms 

• Prevailing Wind — Wind of the Round (look at che Rnurid Wind marker on 
wrcen 10 see which wind is prevailing), First round is East, then South, West, 
and North (same as order of play). 

• Own Wind Your own Wind (look at die compass direction written after 
your name on screen to see which one is your Own), 

• Own Flower (Own Season) - Winds correspond lo the numbers on the Fkmei 
.oid Season riles thusjy. K«l, Sa2. W>3> N*4. E'S'W-N (die order oi play). 
So if your own Wind is South, and you get a Flower or Season with a 2 on it, 
you earn a Double if yon go Our. 

• Sweep - Making a Pong or Kong or Chow from East's first discard. 

■ Loose File - File drawn from the back of chc wall {to replace a tile lost rrom 
The hand to meld a Kong, Season, or Flower), 

• One Chance Chow lulling a Chow with die one possible tile. For example, 
if you have a 6 and an 8, and you go Out on a J > or if you have an 8 and a ( ), 
and you go Our on a 7. 

• Non-Scoring Hand - It you get 20 points, forgoing Our but no other points at 
all, and no Doubles, you per 10 poinrs added to the 20, 

• Bouquet of Flowers - Having all four Flowers. I - 2. }. A. Same points fur .ill 
four Seasons. You will ytc j ntai row of four riles when this happens (ii's very 
rare). 



• Clean Hand - One suit with Honors. To qualify for the Double* there must be 
no more ihan one Chow in the hand. 

• Pure Hand - One suit (no Honors). To qualify for the three Double*, mere 
must be no mow than one < ihow in rhe hand, 

• R.iMiii ■ rhe Kong - If a player draws a rile, which he adds to a melded Pong* 
and another player an use that tile ro go Out immediately, that player can 
claim the tile, go Out, and double his score. 

• L jmit If your hand scores more than 300 points in the Chines*: g;ime or 500 
points in die Western game> your score tops off at the limit. Unless t-.ast is in- 
volved: East can receive double the limit (and E.»s< U;*s ui pay double die limit). 

• Rounding Before Doubles - If a player's score is not divisible by ten, then rhe 
score is rounded up to the next multiple often (if the score is 48, it's rounded 
up to 50). Then that number ii doubled as applicable, 

• Concealed Hand When you have 13 tiles in your hand (no melded group- 
ings) and go Out on a discarded tile, 

• Fully Concealed Hand - When you have 13 tiles in your hand (no melded 
groupings) and go Our on a self-drawn tile. 

Printing the MaK-Jongg Results 

Sfjanghai: L>ynM ty does not have any huilt-in primer drivers, but your computer 
probably docs, If you want to print Mah-Jongg results, follow lIicmj sttps: 

Printing Mah-Jongg results in Windows £5 

• When the Results box is displayed on screen, pros the Print Screen hurton on 
your keyboard. 

• Swndh CO MSPaint, the picture accessory that comes wirh Windows 95 or any 
other paint urogram (you do not need to uuii Shanghai: Dynoity). If your mon- 
itor is set to a resolution higher than 640x480, you can go ro MSPaint by 
using rhe Start buttonUYogrjni.^ALCc^sorics, It your monitor i^set to 640x480 
resolution, you can minimiv.e Shanghai: Dynasty moving the cursor e» the 
top of the screen 4nd then cliciangon rhe Minimize burton, then you can use 
St.ir< t.i navigate ro MSPainr. 

• In MSPaint, you can Paste by using Hdir\Pastc, or by hitting Ctri-V, 

• Now you can print or save the picture. You can use any of a variety of widely 
available graphics utilities to crop the picture or convert it to a picture format 
that doesn't rake up as much hard disk space as a .BMP file does. 
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Printing Mah-Jongg results on a Macintosh 

- VC'Ticji the Results box is displayed on screen, press Command -Shift -3 (hold in 
the Command and Shift keys' while pressing the 3 key on your keyboard) to 
make a snapshot. 

• Hide Simnghai: Dynasty by going to the upper right corner of the screen, where 
you will find an option <o do this (n« need to quit die game). 

• Look in the root direcEorv of vour hard drive tor the file Picture L" This is Ehe 
mi dps hoi uhj put nuxk U you rruoV imiltipl< suapvhnts. e.i«.ri one is assign rd a 
higher number. 

• Open the picture with a graphics program (more info on graphic* programs 
can be found elsewhere in rhis manual). Once you aire looking lie the results 
box in a graphics program, you can print it. 

Trie Ctunc-sc Game 

It is said that in China, Mah-Jongg has been played one way for 1000 years; in 
the Western world, Mah-Jongg has been played for one year in UHH) ways. This 
is somewhat exaggerated, but it makes a point. The point is that there are many 
different ways to play Mah-Jongg, so Shanghai: Dynasty offers some options, 
When you click on the Chinese option in the Mah-jonggGamc Setup dialog 
hex, you will see the following dialog box which gives you different options lor 
the Chinese Mah-Jongg game: 



Chi now Mfth Joi^g Optic 



F»W DteUrtfcCft JW»l«!r 

[] Their F*fer All 



1 



EVjimsni Tdi 



0 CttJr^hnugHantU 

O ah 



Drilwto | C**»t | Ofc | 
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Flowers/Seasons 

In C Chinese Mah-|ongg, the Flowers and Seasons are optionally used to give a 
plavcr extra points. If you draw a Flower (or Season: tor simplicity'* sake these 
are usually referred to as just Flowers,), it Is immediately placed in your meld aiea 
.ind replaced by a tile from the back end of the Wall. 

Then if you go out, you'll get four points tor any Flowers you drew. If a Flower 
that you drew matches your scat, and you go uur, your score is doubled Flowers 
numbered I miu h Fasr, Flnwers numbered 2 match South, Flowers numbered 3 
match West, and Flowers numbered 4 match North, F.-S-W-N * 1-2-3-4 
(F.SWN is ihe order of play around die table). If you tier four Flowers in a now 
(all rhe Seasons or all rhe Flowers), you get 1000 points immediately. 

Special Hands 

Choosing this option allows you to score big points if you go out wirh any of a 
number of special tile combinations. Sec the Special Hands section of this manual 
or rhe Reference Card for an illustration of the Special Hands. 

False Declaranon Penalty 

If you declare Mah-Jongg, and it is seen that your hand is either not a winning 
hand or below die minimum seore, then you have to pay bis> bucks to all rhe 
other players. The hand is over. When this option is on„ the Win burton is 
always lit up - be careful! 

Thrower Pays For All 

If you're rhe one who discards a tile thai lets somebody win, you h.ivr to pay ror 
everybody else if this option is checked. 

Payment To: All/ Only Winning Ha neb 

Check one of these options to determine who will get points at the end of a liand 
or round. Normally, only the pi aye* who goes out receives points (Only Winning 
Hands). If All is checked, then all players' hands are scored regardless oi whether 
the player went out or not. 

Minimum Score 

Allows you to s^t the level of skill (or the game. Our default string is Chicken 
Hand (you can go nut on a Zero Fan, or ?.ern doubts, hand.i. Users can choosr 
up to a maximum of a 3- Fan {three doubles) minimum hand as chcy improve 
their .skill;.. For more information on Scoring Mah-Jongg, see the Scoring M*k- 
}ot%g section. 



Res To Default 



Clicking <m this button resets all 1 he sellings oi the Chinese g;arne to llieir 
"factory" settings. 

The Western Game 

It should I v noted that, in the United States* there are three different sets of 
"'American" Mah-Jongg rules: National Mah-Jongg league, Wright Patterson, 
and common of "universal 71 Western rules. Since 1 920 when Joseph P, Babeock 
introduced the game to the Uaked State*, the game has gone through qu^e an 
evolution, and has branched out into several different evolutionary branches. The 
National Mah-Jongg League and the Wright Patterson Air Force Base Officers" 
Club borh publish different uniquely * American* rules tor Mah-Jongg: iheir 
rules are available by mail from those associations (they are not usu-rk available 

i:i hooksiOM*). The rules HScd in Shanghai: Dyne*!} Mt itttttad the rules whit h 
can commonly lie found in Mah-jongg books readily available in bookstore 
throughout the English-speaking world. Vou can learn about Mah-Jongg books 
later in this manual. 



■ . - _ 




Win lc< a M*h Jiugg Ojrlm at 


Efl rbiamjliiiii i 








fi^ptcwk] Hand* 














0 No RwtnAtent j 




FutE.CLMri mlh « meat ore 


Fhfoln 


M I ot | 





When you elick on the Western option in the Mah-Jongg Came Setup dialog 
box, this dialog box will appear, giving you the different ©prions you can select 
tor die Western game: 

ll \ihj are used to playing Mah-Jonjg* hy NMJL or WPAFR rules, you can 
choose the Special Hands Required option and select Jokers to approJtimate the 
NMJL game, ;md Spec iai Hands Allowed rn approximate the WPAI'R game. 
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Charleston 

One of the distinctive features of the Western game is chc Charleston. I his is a 
very important aspect of the Western game - the player can mold and shape rhe 
hand in this phase. Alter the deal, and before play begins, players exchange tiles 
with each orher hv passing three files to a player (and receiving three in tarn, 
from another player) in this order: to the player on rhe right, across., and left, The 
riles are automatically passed to that player by ihe comparer The game automati- 
cally passes you AJ. players' tiles - you need to highlighr rhrcc tiles in you hand 
..mi ;•!.. • Mass 

A "Wind pass" of one, rwo, or three riles is perminred on the hv< p.t>\ nl die 
Charleston: for example, it you have only two riles rhar yoo wmnt to exchange 
with your neighbor, then you can click those two tiles, .ami out of tht three bee- 
down tiles passed to you by vour other neighbor. The highlighted rites will be 
passed on to your exchange partner. 

1 I o were/ Seasons 

A Flower (a term used to coyer both Flowers and Seasons.) is worth tour points, 
and a Bouquet {all foul Flowers, or all four Seasons) is worth 1000 points, paid 
immediately upon melding it. 

jokers 

As you might guess, jokers arc "wild tiles" which can be used to represent any 
other tile, jokers can he used to fill out a Pong or Kong or C ]\mw t but never to fill 
a pair or stand in for a single tile (such as rhe *8* in "1861 * for rhe Civil War 
hand). When playing Special Hands Required, Jokers are just about essential - 
unless you and your opponents are all extremely skilled and patient! 

Melded Jokers can be redeemed on a player's turn - if an opponent has a melded 
Pong of East Winds, for example (and one of the tiles is a Joker), and you have 
an East Wind rile, then when it'* your turn (after you draw but before you dis- 
tJid i. vou can highlight your East Wind rile, then click on the melded joker, to 
add the Joker to your hand. Effectively, your opponent keeps his/her melded 
Pong and you ger a wild cite to meld into something of your own later. If you 
redeem a joker you may hold ir in your hand until v i m can use it in a meld or a 
win. 

Discarded Jokers, cannot be taken - "down is dead." When a player discards a 
Joker (something a player might want to do towards the end of the game, when 
his options are limited .md he v. ous to make sure nobody else wins), the discard 
is regarded as being, idenrical ro the previous discard. For example, il We*t dis- 
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cards an Eight Bam, and North then follows up by discarding a Joker, the Joker 
is regarded as being an Fight Bam, If East then wishes to claim the Right Bam for 
a Pong, Kong, or Chow, he may take the Eight Bam (not the joker). Jokers can- 
not be passed dunng the Chai lesion. 

Goulash (Wall Game) 

When a game is played "to the wall* (all the riles arc drawn and nobody wins), a 
Goulash occurs. Essentially, another band is played (starting with a Charleston). 
F.a.sr remains East throughout tbe Goulash bui the dcsl passes after the hand is 
complete, no matter who wins. 

Kittv 

Players ante up 1 00 point* at the beginning of a hand; player can only claim the 
Kitty if his hand is all Pong or all Kong. Additionally, more money can go in the 
kitty if a Goulash (Wail Game) occurs. » 

Special Hands ( Alio wed/ No r Alio wed/ Required) 

Ih, main characteristic of the American g,imt* 1 hut differentiates it so much from 
the Chinese is in dtc variety of .special lund.s available for play The Chinese 
game recognizes atound 20 ways of going out. In the various Fngiish-language 
book* on Western/American Mab (ongg you will find many special hands 
described. Shanghai: Dynasty supports 50 special hands which are fairly widely 
described in those books. bor more information un tin l^pixtal Hands recognised 
in Shanghai: Dyrtdity, see tJic Special Hands section and the reference card. 

For novice players, we recommend not selecting Special Hands Required nor 
selecting Jokers. Once you have mastered rhe basics of Mah-Jongg, you can grad- 
uate ro the requited use ot special fian As - we further recommend that you turn 
Jokers on when you go this route. 

Restrictions on Winning Hands (No Restrictions/ 
Pure With At Most One Chow) 

Afrer you have mastered the game and want to increase the challenge, you can 
restrict plav h , require that any winning hand must be "pure 11 {all one suit and 
with no Honors) with no more dun um Chnv. allowed. 

Reset To Default 
i. net king this option resets all options hack to rlieir ''lactory' settings, 
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Playing a Complete Game of Mah-Jongg 

A compiere game of Mab*]ongg consists of four rounds. Each round has its own 
special wind, and all four winds must be placed for a hand en a round to be com- 
plete. A round is com plea when cJte deal has passed completely around the table. 
The deal passes around the table only if the dealer (East ar die beginning of the 
game) does nor win that hand. So a complete game of Mah-Jongg normally con- 
sists of sixteen or more hands. This should give you enough information ro begin 
playing Mah-Jongg. There are many fine points you'll need to learn (all described 
hereafter), but if you arc just starting, you should jump right in and play against 
A.L players and observe what gens on. When yon have questions, consult this 
manual or the onscreen Help menu's Rules And Siraregies feature- 
When playing offline {against A,T. opponents only), you can save an unfinished 
game and continue again at a later time. When playing online {against other peo- 
ple), you will most likely play as many hands as the four of you can manage - 
saving is not possible when playing online. 

Strategies For Playing MaL-Jongg 

« Keep a Pair, h'l harder to make a pair if you have only one lile than it is 10 
make a Pong if you have a pair. So if you have a pair, don't be too quick to 
claim a matching tile to form a Pong. 

• Have Patience. When ttrsc learning to piay» it's typical 10 grab every opportu- 
nity ro meld a Pong or Chow. In the early .stages of a game* you should instead 
keep in mind that there are a lot of good tiles available for drawing m mi i In 
Wall - and by not melding your riles, you don'E due everyone as to what 
you're doing, and you stajwl a chance ro get a Concealed Hand, 

• Be Flexible, As you build your hand, he ready to abandon your earlier thinking 
about how to build it as you see what kind of tiles others arc discarding, W you 
are playing Western Mah-Jongg wirh restrictions on winning hands, don e be 
too quick to form your only Chow; there will he other chances, 

• Don't lei Smncone Else Win, As much as you want to go out yourself some- 
timir-s it's wiser to keep Anybody else from winning. Watch the discards and 
watch the Wall. If the number of talcs in (Ik Wall is getting low, don'r discard 
any riles which you do not see in the discard area. 

• Watch the number of tiles in the Wall {at rhc lower right corner of the screen). 
As it approaches zero, the tension increases - and it's more important to be 
careful what you discard when there are fewer tiles in the Walt. 
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Some Answers to Commonly- Asked 
Mah-Jongfc* Q ucstions : 

Q: I am new to the g;ame of Mah-Jongg: is there a tutorial fur learning how 
to play? 

A: There arc many ways that pLyers new to the game of Mahjongg can learn 
how to play: 

1. This mjtiu.it: it provide snip-by-step information on starring a game, 
options-, and srraregies. 

2. Rulev & Strategy in the Help menu: it also eon rains step-by-step instruc- 
tions ami information. 

3- The Status/Hint Box: once you arc in rhe game, the Status box under the 
Action bar will display useful information on what actions have taken place 
in iliu ^jntf an<J what you need to do. ]\ you click on the box, you will get^ 
more helpful hints and information on what you need to do. 

4. The Action Bar: the burtons will light up when you can rake an action, so 
keep your eye on it. 

5. Suggest A Move: you can either select this in the Help menu or by typing 
Ctrl-M. Tiir computer will suggest an action for you {St may not ultimately 
help you win, but it will certainly keep you going. . . ). 

('•). ton test-sensitive information: right-clicking on the tiles (anywhere on the 
table) will give you some information on rheir status, and what you may be 
iilile to do with them. 

7. "The sink-or-swinV' method: just start a game and click on anything, You II 
find out how the game moves by watching other playcis' actions, watching 
the Action bar and what burton*, light up, and by reading rhe messages in 
rhe Scarus/l lini box. 

Q: How do I know when it's my turn? 

A; Look nn the screen to see whose name i„s highlighted in yellow, Also- you will 
knnvs ih.ii n\ your turn it you have 14 tiles in your hand. If you're playing 
online (against otht-r human players), you will know soon enough when the 
other players hit the Urge button and tell you to "Play" When playing ;^.iinsi 
A. I„ opponents nftline. it's your turn most of the time. 
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Q: The game has starred, tht tilts ire dealt, and I have a bunch of tiles in my 
hand. What do I do next? 

A: 1. First, look go see if it's your turn, by looking at your name at the bottom 
of the screen on the left. <M your name is highlighted in yellow, h 9 voujr 
turn}. If it'* raw your turn, wair for your turn. 

2. If it's your Cum, then you need to draw and discard a rile. Drawing happens 
automatically \i the pl.iya to your left discards a tile that you e.anitot claim. 
Look at the Action bar to sec which burronv .ur lit up (the Discard button 
should be lit and you should have 14 tiles, one of which is highlighted). T« 
discard, click on .i tile en «1« t h. .md then <. lick on [he Discard button or 
click on rhe tile again. After discarding a tile, you have three seconds to 
change your mind, ("lick on the discarded tile while it's flashing to take ic 
back, 

Q: I need t« discard a tile. What tile should I discard? 

A: I . C l ick on the Status/Hint box for additional instructions or more infor- 
mation. 

2, First, look at vour hand and see what tiles you have in each suit, and which 
lilev you cannot use to make a Chow, Pung, or Kong (see the explanation 
of suits, ccrms, and examples irj the manual). Discard a rile that is least use- 
ful (that seems to be "by itself \ and that you have rhe least chances of 
doing something with. For example, if you have a 3 Dot in your hand, and 
there are three 3 Dot tiles already discarded or in someone's exposed 
melds, then you will have less chances of making a Pong with your 3 Dor 
(unless you have Jokers) and you will not have a chance of making a Pair 
with it. Discard it. 

3. 11 still not sure, click on Suggest a Move in the Help menu. The computer 
wfll .suggest a tile that you can discard, based on what it "thinks" is a rea- 
sonable strategy. 

Q: The Pass button is lit up in my Action bar, but I know it's nut my turn. 
What's going oa? 

A: tf you're playing offline (only against AX players), that means you can use the 
rile that has jusr been de-carded. Check what other burtons are lit in the 
Action bar, and sec what action is available. If you don't want to claim that 
t; le, then just click Pus* to let the computer know rhar. you're not interested in 



claiming rhar tile (sec the manual for more informer ion on Claiming Discards') 
and to let the other players take [heir turns. 

It you're playing online (against other human players}, then you need to press 
the Pass burton every time a player discards a tile, to signal that you are nor 
thinking shout claiming rhar cije and to keep the play going. If you don't do 
i hat quickly enough, other players will hit the Urge button to tell you to 
hurry. Ii you take too long, rhe computer will rake over for you. 

Q: Someone discards a tile and J can use it. What do 1 need to do? 

Ai I. First of all, sec if ifs your turn {the player whose name is highlighted), 

2. ll it's; not your Hint, check: to sec if these buttons on your Action bar are lit: 
Pong/ 1 1 iplc, kom:.'Ou;id or Win. If any of them are lit, then check your 
hand to see where you can use that tile (see this manual tor explanations of 
terms and rules;}, then click on rhe button to claim rhe tile (ste the Section 
Claiming Discards in this manual). 

3. If it's your turn (if your name is highlighted in yellow) > then check to see if 
rhese buttons on your Action bar are lit: Chow/Setjuens-e, Pong/Triple, 
Kong/Quad* and Win. If any of them arc lit, then check your hand rn ■-<. 
where you can use that tile and click on that burton to claim the rile (see 
this manual for explanations of terras and rules and the Ciaiming Discards 
tct rion for rules on claiming discards). 

4. If it's not your turn and none of the above-mentioned buttons are lit, then 
you cannot claim that discarded tile (see Rules & Strategy in the Help 
menu for more information, or check this manual). 

Q; I think I have a winning hand. What do I need to do? 

A: It is a good idea to read this manual or the Rules & Strategy prior to starting 
to play, to see whar constitutes a winning hand, and what options apply. It 
you have already done this, follow the step* below: 

i ( heck it rhe W m button is 3i; upon the Action bar. llJui K cndul: i! 
you rr playing the (...hini'M; Rules and you have selected rhe False 
Declaration Penalty option, rhe Win button will always be lit, regardless. ) 

2. If die Win button lie .tnd False Declaration Penalty option i*. OFF, then 
dick on Win and "your" voice will declare a win, and the score box will 
appear. 
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3. If the Win button is nor lit and you think you have a Spcci.il H;ind, then 
check the Spfdai Hands section in the manual or on die Reference Card to 
see if your Special Hand is recognized by the game. If it's not on rhe list, 
then the game does not support that hand. 

4. If the Win button is not lit, then check the tiles in your hand to see if the 
hand scores the required minimum. ]f hclow the required minimum, then 
you can't win (see the manual or Rules & Strategy tor more information}, 

Q; \ m not sure what rules I want to play: Chinese or Western. How do I 
know which one I wantr 

A: I. Read the manual or Rules & ^u.iut-. I..-; ,i description ol the basic game, 
and the various options offered by each rule. The Chinese game is easier to 
learn; this game is rhe basic game from which most other way* of playing 
evolved. The Western game is a little more complicated- If you wanr to 
play using; actual tiles on an actual table, against three other people, then 
you should probably select the game rhar most closely resembles the rules 
used by those people, 

2. If you still don't know what to choose, just click OK in rhe Mah-Jongg 
Game Set-up box and a game wilt sure, according to the default letungs, 
K\ pl.jving that game a little ;md hv trying d liferent options, you will learn 
about the differences in rules. 1 la- dcrauk setting. is the Chinese game, 

3, If you start playing a game offline and you change your mind about the set- 
<itig$ von picked, go m the Ciam.es menu, select Mah-Jongg.. and the Mah- 
fnngg Game Set- up dialog box will appear. You can select new options and 
rtait a new game. 



Special Hands 

This section illustrates the spcci.il hands recognized by Shanghai: Dynasty, There 
arc many other special hands recognized by players around the world; we wanted 
to allow for the most widely recognized nr must 'lugicaF pjttem.s. And have 
also added one new special kind in recognition of the history of Hong Kong, 
Wll ids has hcen very important 10 the history of Mah-Jongg. 

Special hands me used mosi widely in the Western game. The Chinese game rec- 
ognizes a small number I speuji h.snds. In the West, some players require spe- 
cial hands - that is to say, a normal legal hand of chows and pongs and a pair 
does not qualify for a win. When playing "special hands required.' it is recom 
mendrd t« play with the Jokers (otherwise, most players believe that Jokers make 
the game roo easy), Some players prefer to play without special hands. Most play- 
ers allow their use and just award bonus points when <pnc is attained- 

Sometime* you can find a special hand described one way in one book, and find 
a differem description of rhat hand in a ditlerent book - or find the same hand 
with rwo different names. And sometimes ft- en dim- rent spellings. Snmctimes 
"honors" arc considered as including only Winds and Dragons - sometimes as 
including Winds and Dragons and Terminals. Mah-Jongg players have to be 
flexible! The hands are shown here in their natural state (without Jokers), 

By their very nature, many special hands must be concealed, It is not possible to 
meld (expose) a pair or a single "uncutinc-atd ' tile dm iu^ the etmi.se itl play, and 
"knitted" pongs or pairs also cannot he melded, i'.ach of she hands below is 
marked as to wherher it is Concealed or Lxposed, and how much it earns. 

Jewel Hands 

To understand the "jeweP hands it is important to keep two concepts in mind. 
Iirstly. the Bunts suk comprised of "^reen" tile? \2. 5, i. 6. 6) and "fed ' tiles 
(1, 5 1 7* and 9) - for the purposes ol the Jewel hands, the other suits also are bro- 
ken into identical groups. 





he Given 


Bams 


The Red Bams 


nr — — 

i 
i 


1 

ii 


i i m m; 








t 'in 

Itl ft! 

hi m 
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Second ly, in Wesiern Mah-Jongg, each suit is associated with a dragon. The Red 
Dragon is associated with the Craks {and, in the case oV200 

fRuhy hands, with the Red Bams), the Green Dragon is associated with the 
Bams, and the White Dragon is associ.ired with c lie- Docs. 



Craks Bams Dots 

Red Dragon Green Dragon White Dragon 




For this reason, rhe rile* in your hand are sorted differently when you play 
Shanghai: Dynasty's Mah-jongg game depending on whether you have chosen 
the Western rules or the Chinese rules (in the Chinese game there is no associa- 
rion between suits and Dragons}, AK<>, Chinese players sort the winds ESWN 
(to match the order of play) but Western players son them NHWS. 

The concepts of '"player's own wind" and "round wind .are Mjjni1ii.nn. F;ith 
player (seat) is associated with a wind, and each round is associated wirfi a wind. 
The associations change as rhe game progrc^st-s i.ihv.ivs in ifn- order ESWN). 



Jade Hand 

Exposed Limit Western game 

i 2 i i n ih in in i£ i?i *$ t 3 t vi & & 
it i h i til m m & & m i n g®tm 

Pongs (or ki mpi and/or Chows of green Bams with a pair of Green Dragons. 

Noie; Some players require this hand to contain no more than one Chow, bur 
Shanghai Dynasty allows multiple Chows in the Jade Hand, Keep in mind thai 
when you have iuulriple Chows concealed tn the hand (the same hand as seen 
above), the sorting does not separate the Chows as seen above. 
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i l H H i I 1 i lit ill ih & tfr tfr 

This is ht>w a pair of 2-3-4 Chow* would Look when conceals in the hand. 



Imperial Jade 



Exposed 



Double Limit 



Western and 
Chinese games 



(Also called: Jade Dragon) 

liPHPHP 






iti hi tit 



i '* 


11 


it i. 


; S| 5| 5| 


i u 


ii 


i i 


! 1 H H 



Pongs or Kongs {may indutic no more ihan one Oiow) of Green Dragons and 
(irec-n R.jms, with a pair of Green Bam*. 



Pearl Hand 



Exposed 



Limit 



{*).■ .t*j 



® ; © ® ® © © @~ T @ _r ® 1 



© ® ® © # 




Western game 



Wmp or Kongs or chows of 2> 3, 4, 6, 8 of Docs, wiih a pair of Whin: Dragons. 



Pearl Dragon 



Kxposcd 


Double Limit Western and 

Chinese games 




^§ ^ ^ 
© © © 


II || 111 


>> 




^ lot 






y. 

i 











Pongs £m kiing> {may indude no more chart one Chow) of White Dragons and 2. 
3. 4. d, rs DijIs with a pair of Dor.s (tho.se numbers only. 
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Exposed 


Limit 


Western game 


111 itl In *« Hi tit 

rl II 11 itt lit w 


T 




! S 

lit! til 

Limn 





Pongs or Kong? of Red Bams with a pair of Red Dragons. 



Imperial Ruby 



Exposed I )ouble L a m it ^ estcni and 

Chinese games 

{Also called: Royal Ruby) 



t t 'i *tt§ Hit *m m Hi \m 'Mk 'M 



P«JgS or Kong* of Red Dragons and Red Bams, with a pair of Red Bams. 



Ruby Jade 



Exposed I | mil Western game 




Pimgs or Kong> of Red Dragons Green Dragons, Red Bams, and Green Bams, 
with a pair at any B;uns. 



Ruby Crack 



Exposed Limit Western game 

(Also called: Red Cord} 



J* t*. *w*\i!>*x©S*? S*c ¥r 

^ ^ 


c 

t 


3 


C* C* 3^ 

r 



Pongs of Kongs (Chows allowed) of 2, 3, 4 > 6, 8 Criks and Red Dragons. Pair of" 
any of thc^e particular tiJes. 



Pair Hands 



Dirty Pairs 



C joncealed H ai f Lim i i 
(Also called: Small £*rven Pairs) 


Western and 
Chinese games 


3& ^ H 1 i I t f i w w ©® @® 






ft * 


Seven 


pair* of anything. 












Clean Pair- 








Cone 


L J A 1 ft I 


Limit 


c 


Western and 
hinese games 


o 




@ 3 ® @ © © ©, ® @ E ® %u 


a — gr — 

921 222 





Seven pairs in one suir ( Winds or Dragons allowed). 



SI 



All Pair Honors 



Concealed - Limit Western game 











Seven 


pair* of Terminals, Winds, and/or Dragons only. 

All Pair Terminals 


Conceded Limit Western game 
i. Also called- Earthly Twins) 


44444 ±WW ill It!®® 888SSS 



Seven pairs of Terminals only (Kong, is counted as two pairs; if concealed). 



H 



onora 



wins 



Concealed 



to:. 




Limit Western game 



A pair of each Wind «u*<J eat:h Dragon - 



All Pair Jade 



C Concealed 



I unit 



Western game 



ppTTTTTi ill IK ** t£ 8 a 



I I HiiHH til lilMMMM^^- 



Pairs of Green Boms and Green Dragons (Kong i* counted as two pairs if 
concealed). 



All Pair Ruby 



Concealed 


Limit Western ga me 


WWHPiiliiblF+W 


Pairs of Red Barns and Red Dragon* (Kongs arc counted as two pairs rr 
concealed}. 


All l\ 


ii r Ru by J ade 


Concealed 


Limit Western game 




i f H*I fit Ht^H^T T 


Pairs of Green Dragons* Red Dragons, Green Bams, and Red Bams. 


Gertie s Garter 


( Concealed 


Limit Western game 


CTfeu *SL <W 5fjS. 

_^u. 

4& 


-ii' X © 4 ^ '• & @® sTSs 
^ ®> @® @® ©® 


1 -7 m any two suits. This can also be thought of as 7 sequential "knitted" pairs in 
any two suits. Knitting " refers ro the matching ot identicaJ numbers across rmij- 
rtple suits. 


^ w ^ © ^ % 


4 w @® ^4 Vc ®;® Hr 



Gerties Garter seen as sequential knitted pairs. 
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Knitting 



Concealed 



Hull Limn 



T 



Western game 

l ! i VI ill A, A, ^ 



*W7 '-f '-fc- W 

litT _jt^ „_il* 

% hS> & & 

Any seven "knitted" pairs in any two suirs. No Winds or Dragons. Shown Here as 
ir might rook in ihu h."tnd. 



Dragon s Breath 

Limit 



Concealed Limit Western game 

j*- -^t ^ J XBI 



Five pairs in any one suit, plus one of each Dragon, plus any one Dragon (mak- 
ing lor on* Dragon pair). 

Sequence Hands 
Wriggly Snako 



Concealed Limit 

(Also called: News Hand, News Line-up) 



® ®® @ @ @ <§> s £3 







WVsu j n game 



1 L ,' in one suir plus NEWS plus any WW (making, for one paired Wind/. 
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G rami Sl\|u ctxcc 



Concealed Limit Western game 



-&r -St -3T ^SF -dS" 

^ ^ -tfe -tfe 4& 4& 





1-9 in ant-. Miir plus a Pong of any Dr.agon plus any oihn.-r 2 tiLs from the .same 
suit {nuking for two paired riles in the suit). Here it's shown as it might look in 
the hand. 



Greta s Garden 



C Concealed 



I unit 



Wesii'm game 



m 



i r 



I- in c.nv suit plus NEWS plus one of each Dragon. 



Dragon s Tail 



Concealed 

(Also called: Honor Line Up) 

n — 



Half Limit 
Limit 




w (g) ^ @® 





Western game 
Western game 





I ■$ in one suit plus a pair of Dragons and a Pong of Winds (or a pair of Winds 
^nii Ponp ot Dragons). 



55 



Five Odd Honors 



Concealed Half Limit Wes rem game 




l-'J In one suit pku Hvl- single [Ir.i^nb . m J U'mds m .my combination (must 
not be any pairs). Shown above as it might look in the hand, 



Run. Pung. and a Pair 



Concealed Limit Western game 

2 1 ^ | |*1 "fSt«ttt T W^tt't 'I 'I Will 




i in 



ti ! t tHllf^illllHinH III III 



1-9 in one suir, plus a Pong and a pair in the same suit (effectively making for a 
Kong and a Pong in die grouping). Shown above organized a* a run. a Pong (also 
called a "pong"), and a pair. 



SH PlliiMLSiilil 



Run, Pung* and a Pair u K might look in ihe hand. 

Gate Hands 
Contused Gates 



3. 



Concealed Limit Wesiern game 

ig> ^> 4|> 



nun tit mill Miss 




Pong of ones in one suit, 2-8 in another suit, and a Pong or" nines in the third 



sine 



Heavenly Gates 



Exposed 



Concealed 



Halflimii 



Limit 



Western and 
Chinese games 

Western and 
Chinese guncs 



H _ 1 







®m @® <%® ® 6 ® 






(Also called: Nine United Sons, Nine Connected Son*, Nine Gares) 
Pong of ones and nines, plus 2-8, all in one suk. 

D ratfun Gates 



Concealed 



l imn Western game 



Pong of any rerminal, 2-8 of same suit, and Pongof'assiKir^-d Dragon I see previ- 
ous iWujauhi i>l inw Dragons jre jvuiii;ir-: j (l ^\;rli ^ntvi. 



Concealed 



■Ml 

™ V V 



True Gates 



Limit 



Western t^ame 



! i ! i n n IK ih i$* **qin«m 
i j i m at tit m m >n t» ttii 



Pony o/oncs. Pong of nines- plus pairs of 2, 4, 6, 8 ail in one suit only. 



S 



Number Hands 

Chop Susey 

Concealed I imii Western game 

\*Zi#\ ',',»mfc W 

Chows of 1-2-3 in all three suits, plus NEWS plus any Wind (making ivr vik 
pair ol Winds). 



Suki yaki 

Concealed l imit Western game 

Chows of 4-5-6 in ail jhrce suits, plus NF.WS plus any Wind. 



Chow Mcin 



Concealed 1 imit Western game 

1 7 -kr ^ ^ 7 1 w *|tf ft* @U N %i s * !A !i 

& * * ill SI m i tlt « A g w&fc 

Clums of "-8-9- in all three suits, plus NF.W5 plus any Wind. 
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Numbers Racket 



Exposed Double Limit 




Western game 


(Also called: Parallel Hand, Tri- Numbers) 








! ^ *-£ *?* *?* U II II 


8 


1M1 


Tit Tit 1 1 

WWW 



Pongs of the same number in alt three suits, plui a Pong of Winds and a pair of 
Dragons (or a Pong of Dragons and x pair oi Winds). 



La 



Concealed 








Limit 






Western game 


^ n *P I" 




J 


— C 
<3>®® 

■ nn? 




1-2-3 in one suit, 4-*>-6 in another suit, and 7-8-9 ir 
and any Wind. 

Dawn You Go 


i die t 


hiid suk, plus NEWS 


Concealed Double Limit 
(Also called; Descending Even) 




Western game 


i 

i 


i 




i 




n 6 m in 

! ! !!! if! 


M 





Kong of twos, pong of lours, pair of and one eight all in one wan. plus 
NEWS. 
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Concealed Double Limit Western game 

(Also tailed: Ascending KvcnJ 




^ ® & ® <^§> M M < 

One two, pair of fours. Pong of sixes, and Kong of eights alt in »nesuk» plus 
NEWS. 



Ho nor Hands 
All Win da an 



Exposed 



, .. . 



Li mil Western and 

Chinese games 



Pongs or Kongs art! a p:iir of Winds and Dragons oniy. 



A11H tmors 



Exposed 



.3 Doubles; 



Western and 
Chinese games 



WWW 



^ lli, l-fi, efeoaW«*s>® 





Pongs nr. Ktin^s .r.\d a pair oFWindin Drajioni, and. lcrminals. 
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Heads and Tails 



Exposed Limit Western and 

Chinese games 



*X± **L j«l A 



PoctgJ or Kongs and a pair oi ones and nines (Terminals) only. 



Unique Wonders 



Concealed Double Limit Western and 

Chinese games 

(Abo called: Thirteen Orphans- Thirteen impossible) 




A one and nine of each suit (etfectivefy, a "knitted pong" of ones and nines) plus 
NT'W.S jilus one oJ each dragon plus one additional tile oi any of the .\bo\x 
(effectively making one pair in the hand). 



Exposed 




Windy JJragons 
Limit 


Westel n pi M k* 


f '~f L f 


ft 




A pair of each Wi 




w two Pongs oi Dragonss. 





6 5 



Exposed 

(Also: Three Great Scholars) 



ree Dragons 



Limit 



Western and 
Chinese: gamers 



1 itiimWm^^^TTT ikik 



Pongs of all three Dragon^ plus any Poog " r Chow plus a pair in chc same suit 
i n a pair of Winds). 



Big Four \V 



Exposed 

f Also caltcdi Four Blessings) 



Limit 



Western and 
Chinese games 




In [he Western game. Big Four Winds most be four Pon^ of Winds plus a pair 
of anything. In the Chinese game-, one or'ihe Winds can be a pair {but the play- 
ers Own Wind nitisi be one of the Pongs), 



Gone With the Wind 



Exposed Double Limit Western game 

. TJ* H it Et "ir. -■£_ ' 5* 3 # 5 - Fji F J 



EOfc rt ^ M ft ff g $ $ <fr 

i * , . 

PoagS or Kongs of all tour Winds pKis a pair of Dragons. 
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\\ i rid \ C-ri< '<a •:- 



Conceded 



Half Limit 



Western game 



-&$>;%iuH mil 



A Chow In i-.il h suit plus NF.WS plus .am Wind tile (making a pair «*f tti.jr 
Wind). 



Odds © Ends 
Triple K rutting 



( "uneealed 

( Also Lalltrd: Crochet) 



Half Limit 



Western game 




Knur "knitted* Tongs plus a knitted pair. As described previously, "knitting" is 
the practice of matching numbers in different soit.s. 



$b 3& 4& ^ I Hit tit M 




Tnple Knitting as it would be ^ccn m the hand. 



Christmas 



Lxpo 


set! 




Doubli 


E I imit Western game 


\|? xj> 






© 


^ ®@. ®@. ©@ 







Pongs of twos and fives (for "25") in one >uit, a Pong of Red L>ragons, a Pong of 
Green Dragons, and a pair of White Dragons. . 
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Civil War 



Congealed Double Limit Western game 




1861 in one suit, 1865 in another suit, plus Pongs of North Winds and South 
Winds, 



C iivil War as it might look in the hand. 



Piong Kong 

Concealed Double Limit Western game 

1842 in one suit, i9$7in another flik> plus Fungs of East Winds and West 
Hong Kong as it rnight look the hand, 

Note: this is a new special hand created for Shanghai: Dynasty w rt.\ ignition ot 
the imparlance of Hong Kong to the hismry u\ Mah-longg. 
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All Kong 



Exposed 

(Also tilled. Fuur F^unO 



limit 



til 




Western and 
Chinese games 



anything plus ;i pair ot anything. Note; some players require ihat 
jJl fouf Kong* be in the same suit, but Shanghai: Oywwryisn'r quiic so strict. 
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Using the Menus in Shanghai ; D y nasty 

When playing Shan^yai: Dynasty with your monitor set to 640x480 pixels {rhe 
recommended setting since chat way the game fills the screen), you can cause the 
menus to be displayed by moving the cursor to the top of the screen. What 
menus you sec depends on what game mode you arc playing. Many of the: menus 
are unavailable when playing online (connected to other players via rhe Internet, 
Local Area Network, or modem). 

File Menu 

Wall of Fame... 

The Wall of Fame keeps track of the top ten scores fur games of Timed 
Shanghai, 2-Pbyer, Tournament, Dynasty, Pandamonium, and Mah-Jongg. 
Click the applicable button to display the top ten scores for the game of your 
( hotce, Then, click tin' Earn Wall Of Fame hunon to continue your game. 

To print the Wall Of Tame, follow these steps: 

Printing the Wall ( )f Fame in Windows 95 

• When the Wall of Fame it displayed on screen, press (he Print Screen button 
on your keyboard, 

• Switch to MSPaint, rhe picture accessory that comes with Windows 95, or any 
paint program (you do om need to quit Shanghai' Dy/tasty). If your monitor is 
running at a resolution higher than 640x480* you can go to MSPaint by using 
the Start button\Pr<>grams\ Accessories. If your monitor is running at 640x480, 
you can minimize Shanghai: Dynasty by moving the cursor to the top or rhe 
screen and then clicking on the Minimize burton, then yon can use Start to 
navigate to MS Paint. 

• In MSPaint, you can Paste by using Edit\Pasrc, or by hitting Ctrl-V. 

• Now you can print or -save; the picture. You can use any oi a variety or widely 
available graphics utilities ro crop the picture or convert it to a picnire format 
i hat doesn't take up av much hard disk space as a .BMP file dties. 

Printing the Wall Of Fame on u Macintosh 

• When the Wall of Fame is displayed on screen, press Command -Shift-3 (hold 
in the Command or Apple key and the Shift key while pressing the 3 key on 
your keyboard) to make a snapshot. 

• Hide Shanghai: Dynasty by going to the upper right corner oi the screen, where 
you will find an option co do this [no need to quit the game}. 



• Look in the root directory of your hard drive for the file " Picture 1 ."This is the 
snapshot you just made. H you made multiple snapshots, each one is assigned a 
higher number. 

■ Open the picture with a graphics program (more info on graphics program* 
can be round elsewhere in this manual), Once you are looking at the Wall of 
Fame in a graphics program, you can print it. 

I o clear the Wail of Fame (if the Wall or Fame got Filled up hy your visiting ten- 
vear-old ni' phew, for instance, and his scores sir there forever out or your reach, 
mocking, MOCKING. . , er, ahem. . . sorry. . .) just look in the Dynasty (older 
kin vonr hard drive), rind rhe .WQF file, and rename ir or delete it. If you delete 
it, a new w all of Fame will be created. 

New Game 

Select this option to start a new game of the currently selected game (re-shuffling 
the Shanghai tiles, ot re-dealing the sMah-Jongg tiles). 

Back One Move 

Choose this option co replace the last pair oi uIcn you removed. You can keep 
replacing tiles all the way to the start of the game if your hcarr so desires. This 
option is grayed out until you make at least one move, of course. Back One 
Move is not available in all game modes (it is not available in any mulri-pjayer 
game. Tournament, or Mah-Jongg). 

Find A Match 

II Mm ill*. * J help finding a nunh. select this option and the compote* will high- 
light a march for you. This option is not available in alt game modes (ir is not 
available in any multi-player giune. Tournament, or Mah-Iongg), 

Shuffle Tiles 

Select this option to shuffle all rhe riles remaining on the screen; this will give 
you a second chance at clearing the screen — but not a very clear conscience. I his 
option is not available hi all game modes (it is not av. nibble in any multi-player 
game, Tournament, or Mab-Jongg). 

Load A ("ramc. 

I his option lew you toad a previously %aved garm-. Ju.si select Load Game, and 
locate the game you wanr ro resume. Click OK to load the game. This option is 
not available when playing avain.si other nliueis urijiiu-. 



Save A Game... 

Yog can always save a g-une in the raidfllt; of gamcplay, and continue it later. Just 
name your game: and file ir in the rbtder of your choice. This option is not avail- 
able when pi dying againsr other players online. 

Pause Game 

Select this option to p.iusc any timed game. Like Two- Player or a Tournament 
game. This option is not available in .til game modes (it is not available »i any 
mill ri-player game online:, tor example). 

Quit Came 
Select this option ro quit Shanghai: Dynasty* 

Preferences Menu 
Timer 

This option is available in Classic Shanghai only (essentially, it is another way to 
play Classic Shanghai). Selecting it allows you to start a timer which tells you 

how loni^ jt too}t >' ou 10 dcar 3 kv° ur - Your tcn ^ {[mes arc savc< * on ^* WaJ1 
C H l ame. 

Music 

This option lets von turn game music ON (checked) or OFF (no check mark). 

Sounds 

Click this option ro turn £ame sounds ON or OFF, 

Tile Animation 

Turn your rile animations ON or OFF during ganieplay, (You may prefer ro turn 
tile animations off during time-limit games, but while a tile animation i> run- 
ning, you can continue playing, clicking on yet more tiles,) 

Background Picture 

A background image appeals automatically with each new Shanghai game; you 
can choose to leave the backgrnnrxi image on while you play, or turn ir o\\. 
When Background Picture is oft* you get a solid-color background (the color dif- 
fers for each tile set), 



Cursor Hiieas 

J urn Cursor Hflfeci-s ON und your cursor will change when it's over a tile to let 
you know that thai rite ii free to be removed or not; turn this option OFF arid 
you're on your own! This option only apples to Shanghai (rile-marching.! giimes, 
not to Mah-Jongg. 

Guaranteed Winnable 

This option applies only to rhe Shanghai games (not applicable in Mah-Jortgg). 
When \\ns option is checked, every rime the computer builds a new arrangement 
ot riles the computer make* sure rhar there is i? leas: utie y.nh in sucdess ffyou 
prefer the challenge of a purely random arrangement of riles {which may or may 
not be winnabtel, you can rum rhis. option OFF. 

Prompts 

Turn dm option OFF if you du not need any onscreen prompts telling von how 
to play. 

Tile Count 

You can completely remove rite info boxes (and achieve an uncluttered took) on 
the screen by turning Prompts ;md Tile Count OF J" 

Arabic Numerals 

I his opruin only applies to the M*h-Jongg tiles (no matter whether used in .1 
Shanghai game or a Mah-Jong£ game). When rhi$ option is ON (checked), small 
Arabic numerals (and Roman letters.) arc displayed on the Mah-Jongg tiles. If vou 
cannot read Chinese numbers, you should keep *his option ON when playing 
Mah-Jongg. 

Burxon Labels.,. 

This oprion only applies to the- Mah-Jongg game. You can chc»o*e to have the 
M.di- fongg game interlace buttons labeled with the Chinese rerms (Pong, Kong. 
Chow) or the English terms (Triple, Quad, Sequence). 

Reset 10 Detaidi 
Selecting this option revet.wll rhc Preferences en tin- Liunrv" si/iungs. 
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Games Menu 

Select this option ro start a n^v game of the currently selected game npiiofe, 

Classic Shanghai 

Match riles in the classic tradition of Shanghai. Click on this option 10 start a 
new onc-playcr Classic Shanghai game. 

Kids 

Click here to play diss it Shanghai with smaller layouts, a helpful voice* and 
Other kid -friendly feauicet, 

Ibumainciii 

Click on this option to «an a new Tournament game. It's kind of like settling 
down to a nice thkk novel - a Toumameru consists of a scrks of 40 solitaire 
games of Classic Shanghai. It's the ultimate Classic Shanghai challenge! 

2-Player.,. 

Select this option to play a two-player game of Classic Shanghai against a fVtend 
(no A.I. opponents available), taking turns, sharing one mouse. 

Dynasty... 

Oidc here to start a game against up to four A.3- opponents in whkh each player 
rapes to be the first ro clear his/her/it", byoui. Power Tiles add to the excitement, 

Pandamonium.. . 

PLav against up to four AT opponents simultaneously on one layout. You'll see 
why we call it "Pandamonium/" 

Mah-Jongg.. . 

Play against three AJ, opponents in the centurics-old Chinese game. Choose 
Western or Chinese rules, 

Multi-Player Connect... 

Ready to play Dynasty, Pandamonium, or Mab-jongg agahisi real people? Click 
here and get ready for some serious online gaming. 
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Tiles Men u 

For a change in scenery, or an enhanced or reduced challenge, you can play on 
one of nine rhemed tilt .sets (Shanghai pmo only. Mah-Jongg can only be 
played using the Mah-jongg tiles, of course) - just pull down the Tiles menu to 
choose the tile set of you i lI-jok-.', 

Custom Tiles.., 

if you have treated or acquired any custom tile sets, dick here to open a window 
to find and access them. To be viewed in this window, vour l i is torn sec inu>i In- 
nn a drive connected to your computer (floppy drive, hard drive, Zip drivc h etc.). 
See Importing Custom Tile Sets, later in rhis manual. 

Guide To Tile Sets,. . 

This oprion will allow you to get a quick preview of" the nine tile sets \\r.n i ornr 
with Sfjangfjai: Dynasty. A screen with one rile from each of the nine tile sets will 
be displayed. Just click on mar tile to change your current tiles to that the set 
Click Cancel co exit the screen. 

.Layouts Men u 

You can choose from 40 increasingly difficult Classic Shanghai layouts (which arc 
also playable in Pandamormirn and 2- Player), 17 layouts for Dynasty, or 11 lay- 
outs for Kids. Sdect the game firsts and then the layout you'd like to play. 

Oeare A Layout... 

Wunt no try your hand at creating ymtr own layout? Click here and you can. 
Discover what makes a layout easy or difficult. 

Custom Layouts.,, 

If you have created or acquired any custom layouts, click here to open a window 
CO hod and access them. To he viewed in this window, your custom I, mint must 
be on a drive connected to your computer (Soppy drive, hard drive. Zip drive, 
etc]. Layout riles have a .par extension aJiti ihe layout name, 

Guide lo Layouts, . . 

This option will afiow you to gel ;i quick preview of the layours that come with 
Shanghai; Dynasty. A screen will appear which shows the layouts and ranks them 
by difficulty, just click nn j layout lo .start a new game with that layout. Click the 
onscreen arrow buttons w view more layouts. Click Cancel loexit the screen. 



Help Menu 

Rules & Strategy... 

Open Rules & Strategy by selecting it from the Help menu for a complete 
on-screen guide to playing the Shanghai: Dynasty games. 

About. „ 

Check this option for development, version, copyright, and credit?; informal ion 
far Shanghai; Dynasty. 

: In lIk Macintosh vision. About... is found under the Apple menu. 

B;u k One Mu\ u 

This opnon is available only in Classic Shanghai and Kids' mode. Choose this 
option (or press Ctd-B or Backspace) to replace the last pair of tiles you 
removed. You can keep replacing riles all the way to the srart of the game if your 
heart so desires. 

Find A Match 

IF you need help finding a match in Shanghai* select this option (or press 
Control-M) and the compute* will highlight a match fur you. 

Suggest A Move 

(Mah-Jongg game only.) If you need help deciding whar to do in Mah-jongg, 
select this option (or pirss Control-M) and cbe computer will suggest an action 
ror you. There's no guarantee that the computer s suggestion will give you an 
uiiv win, however. , . 

Shuffle Files 

Select this option to shuffle all the tiles remaining on the screen; this will give 
you a second chance at clean Bg the screen — but not a very dear conscience. Not 
applicable in the gamr of Mah~]ongg> naturally. This is only available in Classic 
Shanghai and Kids' mode. 

Show All Moves. , - 

(Shanghai game only.) Select this option and the computer will show you every 
possible pair you can remove at rhar specific point in the game. 



X-Ray Mode 

(Shanghai game onk.) Wish you knew where that matching tile was? Select this 
option, then click on any tile to sec through ir with the help of your cursor's *V 
ray" powers. Click rhar rile again to sec through the next tile; click again and set 
through the next one under that and so on, until you see rhe background image. 
Select X-R.iy mode a$;ain ro resume g:amepl;»y. 

Starr Over 

(Shanghai game only,) If you don't feel like vou're off to a good scan (but want 
to try the same tile arrangement again)* selecr Start Over to restart your game 
using the same exacr arrangement of tiles. 

Keyboard Commands for Wind 



New Game- 
Rules & Strategy... 
Back One Move: 
Shulife Tiles 
Find A Match 
Suggest A Move 
I-oad Game. . 
Save dame. . . 
Phusc Game 
Quit Game 
Change Camera View 
Create a Layout 
Insert Mode 
Select Mode 
Insert Boxes Mode 
Play This Layout 
Cancel/Return to Game 
( Hear Layout 



indows 
Ctri-N 
Ctrl-R 

Ctrl-B or BackvpniLi. 
CtrLF 

CtH-M (Shanghai game) 

Ctrl-M (Mah-Jongg game ) 

CtH-O 

Ctrl-S 

Cirl-P 

Ctxl-Q 

Arrow Keys 

Ctrl-E 

+ (Layout liJitoj I 
- (Layout Rditor) 
\ (Layoni Editor) 
Orl-P {Layout Lditor) 
Ctri-C (Layout Editor) 
Ctri-X (layout Editor) 
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Keyboard Commands for Macintosh 



New Game 




Rules & Strategy... 




Back One Move 




Shuffle Tries 


[W> n 

SKHi 


hnd A Match 


<ft>M [Shanghai gam*.-. 1 


Suggest A Move 


£6 - M ( Mah-Jongg game) 


T J 

ixr.ni Game... 


<FE tJ 


Vive- Game . . 


— ■ t 




#£.-F 


Quit Game 




Change Camera View 


Arrow Keys 


Create a layout 




In sen Mode 


♦ (Layout hdiror) 


Select Mode 


- (layout Edttor) 


Insert Boxes Mode 


\ (Layout Editor) 


Play This layout 


(Layout Editor) 


Cancel /Return ro Game 


3€-C (Layout Editor) 


Clear Layout 


3€-X {layout Editor) 



Playing the Multi-Player Games Online 

(Windows 95 users only) 

Dynasty Panda (minium, and Mah-Jongg were designed to be played against 
odier people - the ultimate opponents. In order co play these game* ipiriM other 
people, your computer must be connected to nther L/ompuicrs, vu rrnnscui, mill 
modem cable, or Local Area Network. It's recommended that you nr>,t familiarize 1 
yoursdf with these games by playing agajrm (be A.L opponent*. That way you 
don' I have to learn "on the spot" how to use the games" in terrace* - and other 
p Li vers don't have to wair while you learn. 



Initiating Multi-Player Connection 

The best (tasTcst) way to initiate a Multi-Player Connection is from the AutoPlay 
screen that appears when you pur the Shanghai; Dynasty CD into vour CD- 
ROM drive or by clicking the Dynasty Online icon in the Stan menu (note that 
in either ease, the CD must be in your CD-ROM drive). You can also start 
Shanghai: Dynasty and click the Multi-Player Connect button on the Title screen, 
or select the Muhi- Player Connect option from the Games menu - but these 
methods of initiating a Multi-Player Connection take more time since the game 
must launch the muliipiayer component and close the Shanghai: Dynasty pro- 
gram. 

After bunching the muiiiplayer component, you will be presented! with a list of 
connection methods, 

Internet 

It vou h.jvf un Internet connection, you can connect to Activision's game server 
and find culler people to play Stwngkji; Dynasty with, 

LAN (IPX) 

To play against other people on your Local Area Network, choose this method. 

Modem 

C !hoose thjs method it you want to dial a friend's compurer of if a friend is going 
to dial your computer directly. 

Null Modem 

Choose this method if your friend's computer is connected to yours with a null 
modem cable. 

Each of the above methods allows you to join or creare a game, 

Quick Start 

L Select a transport (connection) type from the list (e.g., Internet or IPX). 

2. Click New, then type a chaiacrcr name and click Create. 

3. Select the Next button to enter the Chat area, 
•"i- Press Enter 10 send messages. 

5. To join a game, click Games on the left side of the screen. Select a game from 
the list then click Join, If the game is locked you will have to enter rhc correct 

password. 



fi. I a create a game, sckci Game* on che left side of rhe screen. Then select 
Create. 

7. Wait for other human players ro join your game or Add computer players; set 
option* if necessary, then select Launch to start your multiplayet game. 

For furthcj in formal ton, select the ? icon after launching the multiplayer 
component or select Technical Help from rhc Start menu. 

Online Etiquette 

Be nice to others and others will be nice to you. V ulgar language and harsh words 
wit! not win you any friends [and may get you kicked out of the game server). 
Use the Shift key to srart sentences and names with capiraJ letters* typing most I y 
in lower-ca.se ktrcrs (the way you sec it here in this manual). Typing in all upper- 
case letters is considered Mum ring." And (t.s. eliot aside) typing in all lowercase 
letters is considered .strange. 

Setting Up a Dynasty Game 

Dynast)' can he played hy a maximum of five players. The player with the crown 
m the Host Uhe player who created the game). The other players can be any oom- 
binarion of human and AJ. players. All human players' names automatically 
appear when those players have joined the game; all A.I. players (as defined by 
the Host) are simply called *AX #3" or *AX #4^ etc. 

As Host, you can select whether Power Tiles will be used or not, and you can 
select the Dynasty layout upon which the game will be played. You can select a 
layout supplied with Shanghai Dynasty or a cusrom Shanghai layout which you 
have created or acquired by clicking che Browse button and selecting the custom 
layout file from vour hard drive. (The other players do not have to have that cus- 
tom layout on rhcu hard drives - the game will provide the layout and the 
arrangement of the tiles to the other players-. Note: after the game is done, the 
eusrorn layout will nor he present on other players' hard drives, if it was not pre- 
ftnt before the game) 

Having Dynasty Online 

When playing Dynasty online (against other people over the Internet, modem, or 
Local Area Network}, you will see a few differences from when you play Dynasty 
offline. For example, you don't have ro go rhrough the Title screen before you 
play, And many menu items which were available when playing offline are no 
longer available when playing online. Only the Hon! is allowed to start a new 
game or change the layout 



When Power Tiles arc used online your game is not necessarily over when you 
hit a No Mor t ' Mows situation - since there are real people playing (not just arti- 
ficial beings inside your computer), somebody tarts who wins - and somebody 
might get a Power Tile which gives you anorher chance to continue playing. So if 
you sec the No More Moves box, hang in there - you still have a chance! 

Hie player who clears his layout first is declared the winner of the round- The 
first player to wan two rounds wins the game. There is no Wall of Fame when 
playing online. 

All players can be playing with their favorite tile sets - the game does not out if 
Player J is using the Mah-Jongg riles* and Player 2 is using rhe i : antasy tiles, and 
Player 3 is using a custom rile set. for example. 

If any players computer is disconnected (intentionally or accidentally) from the 
game during play, that player is automatically out of rhe game. His/her Layout is 
marked as Though it had reached a "No More Moves'* situation, and s/he is ineli- 
gible lor a win. 

Setting Up a Pandamonium Game 

Pandemonium online can be played by a maximum of five players. The player 
with the crown is the Host (the player who created ihe game), The other players 
can be any combination of human and AT. players. All human players' names 
aurum.uk. ill >> ;m| ■. ,u when those players have joined the game; ail A.I. plants (as 
defined by the Host) are simply called "AX #3" or "AJ, *A* etc. 

As Hose, you can select the Shanghai layout upon which the game will be played. 
You can .select a layout supplied with Shan^mi: Dynasty, or a custom Shanghai 
layout which you have created or acquired by clicking the Browse button and 
selecting the custom layout file from your hard drive, (The other players do not 
have to have that custom layout on their hard drive? - the game will provide the 
layout (and the arrangement of the dies) to the other players. Note; after the 
game is done, the custom layout will nnt he present on other players' Sard drives, 
iln svj-S not present before the game.) 

When playing Panda m on ium online (against other people over the Internet, 
modem, or [ oca I Area Network), vnu will iiv a lev. dillcn-nie- I rum when vou 
play Pandamonium offline. For example, you don't have ro go through the Title 
screen before you play, And many menu items which were available when playing 
offline arc no longer available when playing online. On!) th^ Host is allowed u> 
start a new game or change the layout. 



When a No More Moves situation occurs {as ii is bound ro do, with so many 
people playing simultaneously on one layout), the game automatically shuffles 
the tiles. The game ends when all the liles are gone or the game is unplayable. 
The winner i* tV player who removed the most tiles. In the case of a Draw 
Game, youll |u«l have to play again (and ain't that just a shame)! 

All players can be playing with their favorite lilc sets - the game duo not care if 
Player 1 is using the Mah-jongg tiles, and Player 2 is using the Fantasy tiles, and 
Flayer 3 is using a custom tile set, far example. 

If any player's computer is disconnected (inrcntionally or accidentally) from the 
game during play, that player is automatically out of the game. His/her rile count 
teases being added to, and s/he is ineligible for a win r 

Setting Up a Mak-Jongg Game 

Mah-jongg requires four players. If you cannot find three other people ro play 
with, the computer will fill in the remain i tig seats with A. I, players. All human 
players' names automatically appear when those players have joined the game; 
A.I, players are simply called *AJ. #3" or "A.I. #4," as appropriate. As Host, 
make sure yon select Chinese or Western, and make sure you set up the game 
options the way you and your friends want to play. 

Playing Mah-jongg Online 

When playing Mah-Jorjgg online (against other people over the Internet, 
modem, or Ixtcal Area Network), you will see a few differences from when you 
play Mah-jongg offline. For example, you don't have to go through the Title 
screen before you play. And many menu items which were available when playing 
iifHim .ere r-o longer, available when playing online. Only the Htjsi is Am« to 
start a new game, for ex ample. 

When playing online, an Urge button is displayed in the interface burton array. 
This button can be used to "urge" a slow player into hurrying up and making his 
move. 

More importantly, the Pass button needs to he used more often when playing 
online. In order for all players t<» have a hill opportunity to consider whether to 
take a discarded tile or not* the compute* waifs a predetermined amount oi time 
for all human players to prow "Pass" before the ne*t player can draw from the 
Wall. 

If a plaver takes too long to make his/her move, and all of the other players have 
*ttfBod B rhe slow player? the computer takes over for that player until s/hc rejoins 



the game, if a game ends, while the computer is playing for a player who dropped 
out, the win is credited to that player '.«, number or seat position (rather than n< 
the name of the player who dropped out). 



Customizing Layouts for the Shanghai Games 

You can create your own layouts for the Shanghai games {Classic Shanghai, Kids, 
2-Player, Pandamonium, and Dynasty). Vu w Ctrl-E hn "Edit") anytime you 
are playing Shanghai: Dynas vy offline, or select Create Custom Layouts... from 
die Layouts menu (this menu is only visihlc in the Shanghai modes, not when 
playing Mah-Jongg). 

While in the layom editor, you can use the layouts menu to change edit modes, 
or you can use Ctrl + key combinations. 

Change to Insert Mode + 

Change 10 .Select Mode 

Change (o Insert Roxr* MlkIc \ 

1 )ele( e H i gj s I >gh I ed Ti le or Box Delete 

Cancel Layout and Return to Came Ctrl-C 

5ave Layout (Layout must meet requirement) Cirl-S 

Open Layout to edit Ctrl-O 

PU --Thiji Uyouc Ctrl-P 

Clear the Layout CtrhX 

When you enter the Editor, the program immediately puts vim in Insert Mode. 
1 here are no tile* present, just put a rile where you want it, and click to leave one 
rhere. 

To delete a tile, press the - key to switch to Select Mode. Thrn click r>n the tile 
you want to delete lit will become highlighted). Then press the Delete key. I'm' 
the same procedure ro delete a boat 

fo place -i box, press the \ key to switch to the Insert Boxes Mode. Move the 
mouse cursor to Ehe spot where you wish to place a box. If you cannot sec a ho* 
there, then that spot is too small. You'll cither have to delete some tiles to make 
room or put the Km in another spot. 

There are three types of layouts used in ShingtUi: Dynasty- "Shanghai" layouts are 
used in Classic Shanghai, Pandamunium. 2- Player, Tirnei. and Tournament. 
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"Dynasty" layouts are used only in the Dynasty game. "Kids" layouts ire intend- . 
ed only for use in Kids' mode, bm c:m he ii-^d in m\wr modes, t here arc folders 
for these three types of layouts, and there is also a fourth folder, named 
'Custom Uvchil\ which you create should go into the Custom folder. 

Shanghai layouts ideally should have two boxes, if you fill the screen with tiles 
and there is no plate for boxes, then the resulting layout will not be useful for a 
game of 2-PkyW, Pandamonium or Timer. While playing rhese modes, it is very 
important to see the onscreen status information (players' status, timer reading, 
tile count, etc.). If you create a layout without any boxes, you can nevertheless 
enjoy the layout in Classic Shanghai mode - once you've masrercd the games you 
don't need the Prompts box, and you can get by without the Tile Count- There 
are several such 'hox-less" layout* in die Custom folder for you to enjoy in 
fun timed } Classic Shanghai, You can make layouts of less than 144 tiles if you 
wish - but the number of tiles must always be a multiple of tout, and must be no 
fewer than 28 tiles. It is possible for tiles stacked high at rhc edge of the screen to 
•o off chc side of chc screen. Make sure you test any layout you create before 
sharing it with Iriends- 

Dynasty layouts must be no wider than 7 tiles, otherwise the layouts will run he 
able to fit on screen Do not place any boxes in Dynasty Layouts (they won't be 
used bv the program). Dynasty layouts must he compiled of 72 tiles only. 

Kid layouts sin >ukl be less than 72 tiles, and muse have four info boxes. The theo- 
ry is thin once a voung player has mastered layouts of 68 tiles, and desires layouts 
comprised of more than 6ft riles, that that player is most likely ready to graduate 
to Classic Shanghai (with 144 tiles, without the voice, and without the extra 
uiiscieen bu[tonsJ- 

While in Insert mode, youi cursor is used to place riles and build a layout. Just 
click when you see the tile in the desired location to place a tilt there. 
To remove a rile- switch to Select mode. When the cursor is over a tile you wish 
to remove, click to highlight it, then press the Delete key, 

The info botes (Game Name/Tile C^ouat box and the Prompts box) need to he 
located as part of the layout you create, unless you are creating a 72 file Dynasty 
layout ('otherwise [he gajnv does not know where to place these boxes). Use Insert 
Bo«s mode to place these braes. The first box you place is the Game Name/Tile 
Connr box; the second box is the Prompts box. If you do not define locations for 
these boxes, your layout will run include ihese boxes. 

After you have created your layout, you need to save it from the Fik menu before 
you can play on ir Make sure ih.it wiu give ik- layout a unique and logical name. 
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If you art going to share the layout with your friends or post i( on the Internet, 
keep in mind that somebody else might use the same layout name you do if vou 
don't make a good crTorr ro come up with a truly unique layout name. 

J"hc game will noi A\vw you to save the layout if ir docs nor meet the if il lowing 
three criteria: 

1. Tlit re must be at least 28 riles in the layout. 

2. There must be no more than 144 tiles in the layout. 

3. 1 In-- total number of tiles in the layout mun ht erven I v divisible by four (the 
number oi tiles, in the layout must be a multiple of four). 

If you rename a layout (by giving ic a different Extension) to try to "fool" the 
game into using n eh j game mode other than described he: v. the game may 
crash (so don"r complain ro us if ynu do this!) - even if the game crashes, no 
damage will occur to your computer Keep hi mind that it is nor recommended 
to be running other programs ai die same time as Shanghai: Lhtitisiy. 



Customizing Tile Sets for 
an^Kai Games 

The Shanghai game modes in Shanghai - Dynnity support the use of custom tile 
sets. I I lit Mah-Jongg game, oi couue. can only he phyed wuh the Mali Jongt/, 
tik-v i i here is no "* tile editor" runic into the game, but mete ate a variety of 
graphic and paini utilities widely and cheaply (if not rrccry) available ibr the 
creation of custom tile sets (.brnp files). 

Customizing Tile Set Graphics 

W mkIows 95 users can use MS Pain i (which come."; included with Windows 95) - 
Macintosh users have access to a wide variety of paint programs and graphics 
conversion utilities. 

Look mi die Nhanyiuo: Dynasty CO, iti the BMPUiusioni folder There you wiJl 
find a file called Template.bmp, This universal template can be used for a Mah- 
fongg-srylc tile set (with two special groups) or for a pairs-style tile set (like the 
Math set or Shanghai: Great Moments' Romance and Inventors, tile sets) or for I 
"regular" rile s*t (in which only exactly-identical tiles can be matched with one 
another). As you can see in rhi-i template file, a tik set i* composed of 34 pairs of 
tiles, and two sers of fous tiles. The: pairs either be made up of differeni-look- 



lng (yet logically isjaiching) tiles, or of two identical riles. Each of the four tiles In 
the two groups-offour can be unique and can be marched with any one of the 
riles in char group. The coral maximum number of riles you can have in a rile set 
is 144 tiles. 

The template can be used for three different kinds of tile sets (which are 
explained in more detail later in this chapter): 

L A Mah-jongg-stvle tile ser, which has two special groups of four tiles that are 
unique; each rile in the special group matches any of the four rile* in rhar 
group. 

2, A pairs -style liLe set (like the Math and Alphabet sera) which has two identical 
pairs in each of the two groups 'of-fbur. 

3. A "regular" tite set in which only exactly- identical tiles tan be matched with 
one another, and all four riles in each of the two groups-ot '-four art- identical. 

In the template file, the number determines which riles match one another, while 
the letter indicates the varirty which is possible within a tile number. 
Make a copy af the template file and save it under a unique name. You can then 
paint, draw, or paste graphics into the rempkuc. Make sure not to niter the 
palcrtc of the template file as you work on it. Check the manual or online help 
file of your graphics program it you need nwt inhumation moui |>,-.kro.-- If 
you're using MSPaint you can make sure that you do not change the palette set- 
tings when you use the Save As. . . feature in the rile menu. The Save As- dia- 
log box has A field entitled "Save As Type" Make sure this field reads "256 Color 
Bitmap The tile set bitmap <bmp) file that you create must use the palette of the 
original template file. When you draw. painr, and paste your graphics, make sure 
to "stay in the lines" or your graphics won't look right when imported into the 
game. Your tile can have a one pixel- wide black border (already provided in the 
template) or you can alter the color of the border if you desire. Experiment and 
phv around with the template file until you are pleased with the result. You 
won't hurt the program t*r your computer 

When your custom ok set is ready to be imported, make sure you know where 
on your hard drive the file is Wared, then start Shanghai: Dynasty. From the 
Title screen, select Shanghai (or Kids). Go to the Tiles menu and select Custom 
Tiles. . . , Navigate to your file and there you are. If the colors ;ire not right, 
something happened to the palette. Not to worry, it can be fixed- Check the 
manual or online 1 lelp file in the graphics utility chat you arc using. Thctem 
plate uses a custom 25^-color palette. This custom palette is essential for your 
custom tiles to be read by the game. If the palette becomes altered, many graphics 



utilities allow you ro make manual adjustments to the." palette. Match or im^Kirt 
the palette rrom the template (on your Shanghai; Dynasty CD). 

Mah-Jongg-StyJe Tile Set 

in the Mah-Jongg rile set find in the Fantasy, Outer Space, Prehistoric, 
Household, and Egyptian tile sets), all of the A tiles from 01 though 34 are id en* 
Eical to the corresponding B tile. (Both of the riles numbered 01 are the same, 
both of rhe riles numbered 02 arc the same, etc.) Only tiles 35 and 36 arc com- 
prised of different looking (yet logically matching) tile graphics. Bach of the riles 
in 35 or .36 { A, B, C, and D) marches any of the ftmn so A can match cither B> 
C, or D. Open the file MJG TSfc 1\BMP ( Window* 95 users can use the 
SiartU?ind feature to find it on the hard drive or CD) to see an example of this. 
So for your rile numher j , pa*te the identical picture into hoses 01 A and 01B (or 
after you draw in box 01 A, copy that drawing into box 01 B). For your tile num- 
ber 2, paste a dif^ercm picrure into boxes 02A and 02B both (or after creaiing a 
graphic, in bov 02 A, copy it into box 02 B). And so on, until you get to your tile 
35- Let's say you want your special groups m icprcscnr "airplanes'* and "birds." 
You could draw four different airplanes in boacs 35A through 3 3D, and four dif- 
ferent birds in boxes 36A through 36D. You can create a custom Ku k .md fnker, 
too, il you want {they'll be used in the Dynasty game when Power Tij«$ are ON). 
Save your new tile set with a logical and unique name. If you are going to share 
the tile set with your friends or post it on the Internet, keep in mind thai some- 
body else might use the same tile set name you do, tf you don't make a good 
effort to come up with a truly unique tile set name. 
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Pa i rs-Type Ti le Set 

An example of this type of tile set U the Math tile set. Open the fife \4THT- 
5ET.BMP (you can Find this file on the CD if yon did nor install it on your hard 
drivn during the installation process) to sec how it is laid out in the tile set 
template. 

In this ivpc of rile ver. there shoultl he two different-looking (ye( logically match- 
ing) files for each tile number, 5o you might draw a left-facing view of your cat in 
box 01 A in the template file, and a right-facing view of vow cat in box (MB. Or 
you might put a grown-up cat in box 01 A t and a kitten in box 01 B. Or you 
might put a male lion in box 01 A. and a female km in box 01 B, Get ir? When 
you geE to tiles 35 and 36, you need to make two copies of the "A" picture, paste 
them into boxes A and B, and wo copies of the *rT picture, and paste those into 
boxes C and D You can create a special Back and Joker, no (they'll be used in 
the Dynasty game when Power Tiles arc ON.). 

Save your new tile set with a logical and unique name. If you arc going to share 
the tile set with your friends or post it on the Internet, keep in mind dot some- 
body else might use the same tile set name you do, if you don't make a good 
elTort to come up with a truly unique layout name. 

\\ the hUik template file on your hard drive gets filled wirh graphics, you can 
always ger a fresh blank template file from the CD, 

"Regular" Tile Sec 

For a "regular* tile set (like the Asrrology tile set, for example) you should ignore 
rhe letters in the template, and just paste rhe same picture into all of the boxes 
that have i he same number. So for tiles numbered 01 through 34, you would 
paste each picture twice, and for tiles numbered 35 and 36, you would paste each 
picture four times. For art example, look in the file AS1TSET.BMP {you tan 
find the file on the Shanghai: Dynasty CD if ir is nor on your hard drive). You 
can create a special Back and Joker, roo (they'll lie used in the Dynasty game 
when Power Tiles are ON), Save your new rile set with a logical and unique 
name. If vou ate going to share the tile set with your friends or post it on the 
Interne! keep in mind that somebody else might use the same tile set name you 
do, if you don't make a good effort to come up with a truly unique layout name. 
Jf the blank template file on your hard drive gers filled with graphics, you can 
always get a fresh blank template tile from i he CD. 

You can also create a tile set in which each box in the template contains a unique 
graphic - the Alphabet rile set is an example nf this (ALFT5ET.BMP). 



Importing Custom Tile Sets 

1 here is ,= ( ustotti folder inside the Dynasty folder on your computer s hard 
drive. After creating or acquiring a custom tale set, go imo ihe Custom folder and 
put rfn- custom r 1 1 L ■ set tile ( hmp files) in that folder. 

If the creator of a custom tile Set was not careful to preserve the rile set's palette, 
you may notice different colors on the nn mi dialog bonies, and background 
when playing wirh che custom rile set. These different colors (while possibly hard 
to read I will not affect the game. Playing with one of the tile sets that came 
with the game will restore the game's colors (the different colors will only be seen 
while playing with a custom tile set which was nm properK paletri/ed). If :i cus- 
tom tile set has so thoroughly confused the game's palette that you cannot read 
the men»w to deselect the custom tile set. you c<m go into the Dynasty folder on 
your hard drive, and delete the file "Dynasty Prefcret^e<s , ' to restore the menu 
colors. This will set .ill the Preferences to their oiiyinal factory" settings. 



Books on Mah~Jonc^ 

Want to [earn mofe about the ancient game of Mah-fongg? Here is a list for sug 
pested reading: 

A MAH JONG HANDBOOK 1964 by hi Whkwy> Charles E. Turtle Co., 
ISBN O-8048-O392-7 

This book describes ihe Chinese, Western/ American, and Japanese rules as thev 
were M) years ago. I he Japanese rules have changed iince then {there's no 
description of Don, for example). 

MAH JONG, ANYONE? 1964 by K. Mrs user & L Evans, Charles E. 1 "utile 
Co,, ISBN ()-tfU48-03WO 

This book describes the Western/ American rules (not the NMJL rules) of 
Mah-longg. 

1 HL CAME Of MAH |ONG ILLUSTRATED 1990 by P. Thompson & B. 
Maloney, K*agaroo Press, ISBN 0-86417-302-4 

This book describes Western MJ as it is played In Austral ia. 



IMPROVE YOUR MAH JONG 1991 by P. Thompson 6; B, Maloney. 
Kangaroo Press, ISBN 0-86417-398-9 

Australian (V/esrern) rules for players who have already mastered the basics. 

MAH JONGG MADE EASY 1984 by Narional Mab fongg Uague (No ISBN #j 
This uniquelv American MJ game is widely played. Wrirc to 250 W. 57rh St., 
New York, NY 1 0 1 07 

MAH JONGG; WRIGHT-PATTERSON RULES 1963^1996 by Wright- 
Pimet-son Mah Jongg Croup. (No ISBN -) 

This American game is the one played on military bases, Write to WPAFB 
Officers 1 Club, OWC - Mah Jotlgg, Bldg. 800. Area A, Wright- Patterson AFB, 
OH 45433 

MAH JONG FOR BEGINNERS 1952 by S. Kanai & M. Farrell. Charles E. 
Turtle Co , ISBN 0-8Q4S-0391-9 

This book describes ibe Japanese rules as they were 45 years ago. The Japanese 
rules have ch:utged since then; the book does not describe Dora, tor example. 

THE CHINESE GAME OF MAH JONG E979 by Samuel K_ Pcrlmen and 
Mark Kai-C hi Chan, Book Marketing Ltd., ISBN 962-21 1-0169 
Describes the Chinese rules as played today in Hong Kong, 

LET'S PI-AY MAHJQNG! by Benny Constantino, 1990, Federal 
Publications, ISBN 962-302-129-1 

Describes \ long Kong-style Mah-Jongg. Write lo Federal Publications Ltd.. 
Units Tower B, 9/F, Hunghom Commercial Centre, 37 Ma I an Wai 

Ruad, Hung Horn, Kowloon, Flong Kong. Td 334-2421. 

THE COMPLETE BOOK OF MAH -JONGG 1987 by A.D. Millington, 
Vt icdenreld 6f Nkolson, ISBN 0-213-16951-7 
Describes Western Mah-jongg as it is played in F.ngland. 



Tips on Buying Mah-Jongg Tiles 



If you arc intcresced in buying j Mah-Jongg set (either ro pLv che game of Mah- 
jongg or to cry to play Shanghai }, rhcrc are many places CO shop. You should base 
y<Hir selection on the Type of Mah-Jongg you wish to play (Shanghai tan be 
played with any Mah-Jongg sen keep in mind char flac-backed i Lit- s stack better 
than rounded-hack riles.). If you want to play Chinese/Hong Kong Mah-Jongg, 
you will find a wide variety of plastic or borie-and-bamt>on rile sots at board game 
stores or toy scores- To play Chinese Mah-Jongg, you do not need hard^co-find 
jokers. Most Chinese sets also do oof come with racks or chips. Just choose a sec 
that looks attractive to you (and K assuming you cannoi read the Chinese charac- 
rcrs on che Ctaks, make sure char the sec has Arabic numerals}. If you're truly 
incercsred in Mah-Jongg, you'll probably wind up owning more chan one sec 
eventually. 

If you want to play Western Mah-Jongg, and especially if you warn to play 
National Mab-Jongg League rules, you need an American style Mah-J(ingg >ci. 
com piece wirh eight Flowers, eight jokers, tour racks, and a complete set of chips. 
American Mah-Jongg set*, can cum map* than twice as much as Chinese sets due 
to rhc need lor these extra parts. Some people use che blank cile% (which often 
come in addition to While HragotiS and Flowers) as Jokers, cither applying 
deeak or just writing on them with an indelible marker. Japanese Mah Jongg sets 
may not come with both White I Jragons and blank tiles (in Japan, hlank ciles are 
used for White Dragons i. :<mi may not come wirh Ftawers (Japanese players do 
nor play with Flowers). 

Many stores rhat sell board games can order a Mah-jongg set for you. Just make 
sure you know what you'll \tt getting. If you live in a large city, there may well be 
a Chinatown, or Chinese import shops* where the chances are very good that 
you'll find a seieccion ol Chinese Mah-Jongg sets for sale. 

There are various sites an the Internet where you can find Mah Jongg sets for 
sale. You can use your internet Search utility to locale such sites. Whenever shop- 
ping over the Internet, use caucion when giving your credit card nitml>rr and 
mailing address. 
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ROM WARE LICENSE AGREEMENT 
IMPORTANT - READ CAREFULLY? USE QF TH.S PROGRAM 1$ SUBJECT TO Till JOFTWAftE LICENSE TEHWS SET FQRTH 
q=: rV) ■ pprjrjsW INCLUDES THL SOFTWARE INCLUDED WITH THIS AGREEMENT THE ASSOCIATED MEDIA. ANY 
pfUNTED MATERIALS ANY ONLINE OR El ECTRDNlC DOCUMENTATION AND ANY AND All COPIES AND KANATIVE 
WORKS OF 5L3CK SOFWAPF AhD MATERIALS. BY OPENING THIS PACKAGE INSTALLING. AjfDVOR USING THE PRQ- 
3RAJvt, YOU ACCEPT THE TERMS OF THIS LICENSE WITH AGTIVISJQN. INC. 1'AOTl^SkON' < 

LIMITED USE LEDENSi: Activtswi gruits you the nwt-ewluswE. Mn-trareterafcie. united right and license to install a*0 UM 
one COW 0* Itiig Program solely a«1 exclusive v ■ v • yOu* personal use All riabts not jpecitalry gnafltBd Wider IMS 
Agreement art reserved by Actnrisian. Tftts Program is wcnseti, notsoW Your license mtfm rotteo* drtnwsWptottte 
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your personal use ui « onnpctiDii with, tne Pf oduct In creating s«en Custom Tiles yqu agree 10 abide by ihe restrictions of the 

license agiBB»rwn1 AS pr OVidetf below. .__ 

OWNERSHIP: 411 Irtle Dwitrshtfl ritfftts wd untelletfual property rights in and irj IniS Program and any and an copies thereDl 
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and other laws, This Piogram «)nt»ns certain ftceflsed material and ActMSKjn's licensors Tjy oroteel ineir rights m the 
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Ecrrter or joy other lor^siMr-M*!* site Actwisian may etter a separate Site License Agreement tu pwinil you to make 
ins Prog-ram available lor cnmmerL Ji use; SM ine carrt«t irtftrrflBllor> Mo* 

« Use ■or alio* ttwd parli« to um trw Custr>m Tiles mated by swu lor commercial purposes, inciudinfj but noi hmitei: ■ 
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»j%verseang:ine*r, derive source code modify, ctoompile disassemble. IK create dewatiw worts oTttiis Progran n - 

whole or in part 

• Renxiu? disable -ai circumvent sny nropriatary notices. Of" fabete ecnlsir-j- j i or wrttrin the Program. 
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UMITEO WARRANTY: Artw"iSion varans to itie anginal cjnsumer purchaser ol this Program that mo recording meosiHTi on 
which fm Program « reccrded will be trie from defects in male**! ano ^qrknianihifi lor 90 days from ihe daw m purchase 
M !t» reeonfiog medium is found defective wrlhin 90 days of orirjinai purchase. Actrytsion agrees to reptace. tree of charge, 
arw nradud dtaoDAAred tobe deftebve withih such* period u^or ib receiF of r ^ Product. posSacje oeid, with p : uol o1 1he 
m> Bufriim 3« ini*n at trw> P'rmram « tih't beinn mamivacturod bv AdwS'r.-i I n if>e event ihat Rte Proof am s no I 



the rujni to sutwtrhite a sirnttar proo/am of- eqwl or grtat^ vfllue This wairanty H Hrwted m the 
rig ihe Prngiajfn a5 ortg»na#y prOvideit by Activwson and fs ntf. atipHcable 10 normal wear aoo tear 
ippHcabie and sha* be void rt ihe detect has a^aii ttifougti afiuse, nusitealmem. or neglect. Any 

ied by statute are efcpressJv limrted lo the l W-cay period describee above 

IOVE THIS WARRANTY £ IN LIEU OF ALL QTHtR WARRANTIES. WHETHER OPAL Ofl WRiTTEN, 



EXPRESS OP IMPLIED INCL UIHUG AW WARRANTY 0* MERCMANtABIUrY. FITNESS FOR A PARTICULAR PUR- 
POSE. OR NW-iNTPlNGLMLN". AND NO O'HFfi 3FPRFSFNTATIONS OR ClAJMS Of AM KIND SHALL BE BINDING 
ON OR OBLIGATE ACTWfSHWJ 

When reluming the Program tor warranty rep*K*m«rtt pluase send Lhe wigmat produci Utsks only sn protective 

pacugsng and include. f1 |a prwtocapyof your dated safes receipt - (?) your name and return address typed dt clearly 
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running the Program, H) rl you are retorting lhe Program after the 90-day warranty penad, M wfMri out year aflfir 
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Currency per CO Of floppy *St< ltpftt«m*tit. Note: Certified mail rscpmmefirJatf 

LIMITATION ON DAMAGES: IN MO EVENT Will ACTIVlStON BE LIABLE FOR SPECIAL, INCIDENTAL, OR 
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CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM. 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOOOWHI, COMPUTER FAILURE, OR MALFUNCTION AND. TO THE 
EXTENT PERMITTED BY LAW, DAMAGES FOR PLRSONAL INJURIES. EVEN F ACTMSWf HAS BEEN ADVISED Of 
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AN iMPuETJ WARRANTY LASTS AND.'OFl THE EXBLUS*ON OR LIMITATION !3F INCiDFNTAI OR HOKSEQUEN I Aj 
DAMAGES. SO THE ABOVE LlMHAflONS ANO'Ofl EXCLUSION OR LIMITATION Of LIABILITY MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. AND YOU MAY HAVE OTHER RIGHTS WHICH VARY 
FROM JURISDICTION TO JURISDICTION. 

JAVA RESTRICTIONS: ft* Java Runtime Environment software and rJtocumerrtattrjtl i"Java Software') rs 
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I MJ UNCTION: Because AuMeJuu wOu« tr* irrepat aflly aamaged if the narmg ol this Agreemerrt imt not spec^icafV 
enlorced, you agree LtM Achviston shall be emitiea wrthouf bond, Otoer socmrty. or prool rrf damages, to apprapriaJe 
equiiaMe remedns wilh respect to breeches of this Apfeemartt ir> addWon to Suth other rerradjas as Acliviswi may 
otoa^wtsfl ?ia'/e under apputaMe laws. 
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yoiK acts and ormssions to-act tn ti»r»( ifw Product immuM to to* terms of this Agreemenf 
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shall be reformed only to the enjgnt necessary to make it entorceabkLaud the rcn:aintng provisions of mo AQreenpem 
suiaU pot be aftucied. TUs Agmemert shatj in construed unde^ Cafrtorma taw as such law is applied to agraemems 
■juJv.eai Califpnua rpsxl^riti ejifered into and to be periormad wrthin Cafcramia. flxcept asflgvemed <iy federal law. 
and you consent to !!ie exclusive prisdfcncm pt ine sute 3md ledery counts m Los Anpeies, Callfoma. 
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Two Classic 
Tile-Matching 
Games — In 
OneM oney- 
Saving 
Package ! 
Only $26 95* 

To Order Call : 1-800-477-3650 
Mention special offer code :XSM016 

Shanghai 11: Dragon's Eye - With more of everything that made Shanghai 
a computer ttWK classicl Solitaire, Challenge, and Tournament for one «r iwo 
pi j vers. Dragon'* Hyc, the ultimate challenge for even the most seasoned player. 
Shanghai: Great Moments - The ancient tilc-matchmn; obsession returns to 
tantalize strategic minds with tout intense action -piu.At games, Challenge 
Shanghai's intricate structures, in a niukimrdia spectacular of film, video, and 
audio rewards! 

Windows'* 95/3. 1 and Macintosh CD-ROM 

"Phis 56 for shipping and handling {$10 tor Canadian orders). 
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